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Introduction

 

This eBook is a collection of scary stories from the internet,
or "creepypasta." The term "creepypasta" comes from the term
"copypasta" which is a play on "copy and paste." Copypasta is a
story that is released on the internet, usually being humorous or
shocking, and copied and pasted on many other sites. 
Creepypasta, as the name implies, is copypasta which is meant to
scare the reader or creep them out.

 

I didn't write anything in this book besides the
introduction.  I applaud the authors of these works for I wish
I had the talent that they do.

 

I would like to thank the Rare Witch Project from some great
creepypasta.

 

There will be some repeated stories from my previous eBook
because they are video game-based.

 

WARNING: STOP READING IF YOU ARE EASILY FRIGHTENED OR HAVE AN
OVERACTIVE IMAGINATION!

 

YOU HAVE BEEN WARNED!










Chapter 1
The King's Suicide


It was a Friday 13th, and I never really believed its myths,
until that day. I just got a single cutscene when I was done with
the rip: "suicideking_01.avi", a clip of 2 minutes and 58 seconds.
It was not even in it's specific format, it came directly in a HD
video, somehow. The cutscene began like in the intro for Faces of
Evil. But it was mute, all what I could hear was an faint, eerie
static noise in the background. Link was just strenching at the
screen, saying nothing. The next scene was different. The King was
drinking his wine, he didn't move. There was no background at all.
Then, Link in zoom-in, immobile. For a split of second, he had no
face. I was getting really scared, because nothing of that was part
of the game. Then, it went back to the King. This time, he was
suposed to say the famous "Mah Boi" part, but he was looking
different. His hair and beard was white, his pupils were red, and
his skin was a little pale, and he was mute, like in the beginning.
I felt like decades passed through both scenes, like if he was
older. The scene went back to the place where Link was suposed to
be, he was not there. Instead, a big stain of blood was in the
bricks, and some windows were broken. The scene went back to the
King, who was staring at the scene for a few seconds, then went
back to his wine, slowly. And again, a focus on Link, but he was a
lot stranger. He was almost completely black, his smiling mouth had
sharp, shark-like teeth, bleeding. The background was black and
red, and there was a creepy music in the background. The scene went
black and mute, for a milisecond, Link's smile was left behind,
with a pair of red pupils staring at me. I was majorly scared at
that point already. The scene went black for a few seconds, and
then, I saw the King's chalice slowly falling down, with what
sounded like the Song of Healing playing backwards in the
background. When it hit the middle of the nothingness, it
shattered. Then, the King was falling to his back, with eyes
closed. I was sure: he was dead. Now the title made sense. He
committed suicide. How? The chalice maybe had poison in it? Who
knows. Without any noise, he hit the ground, immobile. Then, for a
split of second, his colors were different. There was an iron stack
going through his chest, and the triangle of his forehead was an
inverted cross. I didn't want to continue, but my curiosity was
stronger, and forced me to keep watching. More darkness for a few
seconds. And then, a random sword pointing down appeared, silent.
It was blinking in inverted colors for a few frames. And then,
Link's hand came down and held it, pulling up. His black silhouette
appeared on a red background after 2 seconds of black screen. He
was saying some sort of demonic whisper, but not during all the
scene. It went mute and he continued talking. When it went black
again, he said something distorted. After I tried to hear it 5
times, it was clear: "Kill anyone friendly." I was really scared at
that point. And then, Gwonam came in like in the first real scene,
but he had that older style, and no sound or background. When his
speech ended, Link's sword appeared, a demonic whisper was slowly
getting louder. Then, Gwonam again. And then, Link holding the
sword and pulling it up. And then, Gwonam again. When it turned
black, slaughter noises. And then, Link's sword reappeared, but it
was covered with blood. Link's black silhouette reappeared, with a
different background this time. More black screen. And then… Link's
sword. He came in again, and picked it up. But this time he began
to kill lots of people with the sword. I was unable to see their
faces, I could just see the sword swinging and the blood spilling
around, with lots of screams and massacre noises. Those screams
were making me feel completely scared. Link stabbed one person who
slowly raised his hand, then chopped it off. And then, there was a
chained dude in the background, struggling to escape while he
watched Link kill 2 more people. He was begging Link to not kill
him, but Link approached and cut him in half. For a split of
second, a pair of horrendous eyes appeared at the screen. More
black screen. This time, it was longer. But then, Link was slowly
coming toward the screen, faceless, fading-in, with different
colors. As he was approaching, random images were appearing for
single frames, an eerie music was coming with more and more volume.
When he was "looking" at me, he began to glitch up, until a deep
close-up at his empty face. Before the video ended, the King
appeared in a single frame, zombie-like. After that, I got a blue
screen.










Chapter 2
Diddy Kong Racing - The Satanic Code


The time was right for me to go through my classic Nintendo 64
games, at this time most games were being ported, remade, emulated,
or brought back to us today. But instead I just decided to use my
Diddy Kong Racing cartridge that I had once beaten as a child, with
all levels, characters, etc.

Then I had also realized I had an unopened GameShark Nintendo 64
that my relatives gave to me for Christmas ( I didn’t know what the
hell it was so I never bothered to open it) but now I realize what
GameShark is and what its functions are. So I decided, Hey, maybe I
could use cheats for DKR.

I got onto my computer and went to Google to type in Diddy Kong
Racing GameShark Codes. I had come across this one interesting site
that had a whole variety of codes, such as infinite Bananas or even
cheats you could already use ingame within its own code system.
Then I looked for the GameShark exclusive codes and came across one
in particular entitled “SATAN” and I wondered what
that was about, so I loaded my GameShark and typed that long code
into DiddyKongRacings Cartridge.

When I started the game, everything seemed fine, until I got to the
character select screen, my select cursor was on the clock T.T.
(that took me forever to unlock must I add), but it wouldn’t let me
move it over to another character, I thought maybe the controller
was broken but everything checked out fine with it. So when I chose
T.T., he just remained silent, though the joyous music continued to
play. 

I decided to bring him to the tracks, and out of random, I chose
Fossil Canyon. Though when I chose which vehicle to play, I could
only use the Plane, the options for the Car and Hovercraft were
eliminated somehow. The race began as usual, though the 3rd person
prospective was not shown in my character, It was almost as if I
was riding on T.T.’s Shoulder and he was soaring through the level
like superman, but that didn’t make it anymore difficult, so I just
played through.

The characters all got off the starting line as I did, and for the
most part of the race, I was in last place, until I found one of
those orange/red rings you could fly through to get a boost on the
plane, however, for some reason it was no ring at all, when I
approached it, it looked like I was going into some Solar Eclipse
looking object, once I went through it, the boost effect worked,
though instead of hearing the boost sound, it made a different
sound that sounded like a giant clock bell being struck.

Then the music continued after the boost had finished, but I
noticed one thing… The characters were all gone from the track,
none of them had even finished the Fossil Canyon track… I was so
confused, where did they all go? I felt maybe it was a glitch from
using GameShark, but it had to be more serious than that. I
finished the race, but when I crossed the finish line after the
Final Lap, the “FINISH” line you would normally hear at the end was
not heard, and instead, a deeper and more frightening version of
Wizpig’s laugh could be heard.

This is where I began to panic, I knew that GameShark Hacking could
mean serious business, though I was really wondering if any cheat
device could cause this all to occur. So I returned to the tracks
menu and chose different tracks to play on, and the characters had
still vanished.

So I decided to play the adventure mode with this “Satanic T.T.”.
When I went to select a game file to play, the files name, which
was once my initials, was now “TTX” I assumed the TT stood for
T.T., and the X could have meant Satan.

The joyous island music that played did not play. The whole area
was dead silent, not even the birds or the frogs could be heard,
nor was Taj the elephant anywhere to be found. I thought I could
somehow summon Taj by honking at the big circle in the middle of
the field, but instead I got this big message that came up saying
“THERE IS NO HOPE – TAJ” …. Now I was creeped out,
I took a ride around the area, and noticed T.T. had still remained
in the lobbies. I walked over to talk to him and he said something
along the lines of “*&$%!#^@ OR DEATH” I
immediately rushed out of the Dino Domain lobby where I talked to
him.

The giant wizpig head where you first raced Wizpig had been closed,
but the eyes still lit up, and its eyes tended to follow you every
time you entered the main field. I took the Satan T.T. character to
Future FunLand, and noticed I could still access the Second Wizpig
Door. I had talked to the FFL Lobby T.T. and all he had to say was
“There’s only death to purify the world and its
inhabitants” and that completely made no sense to me, but
was still a bit creepy.

I went through the second wizpig door, but instead there being
Wizpig to crash through the rocks, it was the life size Satan T.T.,
who blasted his was to the starting line making a sort of Godzilla
roar. The race began, the race was not at all normal though, The
Satan T.T. I was racing looked exactly and flew exactly the way
mine did, though when we approached the item balloons, each balloon
was a still shot of each Playable Character floating in mid-air
(such as Diddy, Tiptup, Conker, and Bumper) and once you’d hit a
balloon, you’d hear a sort of messed up audio sound of their own
character voices, as if they were being tortured or murdered. The
items worked regularly though.

After a few tries, I eventually managed to defeat The massive Satan
T.T. When I defeated him, music came up that sounded like the Angry
Aztec Lobby from Donkey Kong 64. Then the text appeared
“YOUR SOUL HAS BEEN SUCCEEDED, THERE IS NO MORE DEATH, NO
MORE PAIN, NO MORE CRYING”. The screen fades to black for
about 13 seconds (I thought the game froze ).

The Diddy Kong Racing startup screen loaded and everything worked
ok again, you could select your own character and T.T. was no
longer Satan T.T., when I selected a character however, The message
that was supposed to come up was replaced with this text.
“MYTHOLOGY, I HAVE TAKEN THAT, AND IT WILL COME TO YOU THAT
YOU CAN HAVE ULTIMATE POWER, NOW PLAY, PLAY YOUR GAME AND LETS
FORGET THIS EVER OCCURRED”.










Chapter 3
Haunted Hover


Getting a new computer means getting rid of your old one. Until
I got a new laptop, I had to go without one. Luckily I had a
computer in my attic that got a virus, so I had to just, leave it.
I booted it up again and quickly removed the virus. But it hadn't
gotten rid of all my stuff, so I still had my past on this
computer. I was searching around on the computer and found a
program called "HOVER (ORIGINAL)". I remember playing the old game
"Hover!" but this one seemed different. The icon for it was just an
empty black box. But, nostalgia drove me to open it. Immediately I
noticed there was no intro or anything, it just instantly opened.
But, onto the game.

I played around for a while, collecting orbs and going on those
speed ground things, hitting other cars. I was going around and
finding flags, but everytime I found a flag, everything got darker.
I found about 2 flags and was trying to find the last, but by then,
it was almost pitch black. I saw a blue car coming toward me, but
it was going incredibly fast, like impossibly fast. It bumped into
me and I heard and explosion sound, and then I respawned and the
brightness was back to normal. Finding flags wouldn't change
anything now. I went to find the last flag when I came to an area
on the first level that I had never seen. It was the same tile and
castle wall textures, except there was an odd green orb.

Normally these orbs have a spring or wall powerup in it, but
this was a skull. This didn't even exist in the original game, but
I went over to pick it up. Suddenly, it filled up my A button slot,
instead of a spring, the picture was replaced with a skull. The
powerup was just waiting to be used, and nothing had changed after
picking it up. I built up the courage to press A and use it, but
when I did, the screen went black. After a few seconds, it said in
white text "You dead". I quickly ignored this, as scared as I was,
and continued. I was on the next level and started playing as
normal. Now, there were no powerups and there were broken textures
everywhere. Instead of the checkered white and pink of the second
level, it was just block white. There were also no flags. There was
only one enemy in sight, and when I bumped into it, it exploded,
leaving behind and deafening screeching sound.

I collected all the flags and continue to the third level, but
this was confusing. I went on and went over to a wall, and on there
was a picture of a grown man, dead and decomposing. This wall was
filled with these pictures, almost in a gallery form, and when I
went over to the last picture, written with red text it read
"You're next". I ignored this and thought nothing of it but I
couldn't get away from the truth. I went to find a powerup, but the
only ones were skull powerups, like from earlier. I used another
one and I simply exploded and returned to a spawn, and continued
on. I tried again, but the sound changed. And after that, whenever
I used it, the sound changed.

The sound for exploding slowly turned into a white noise screech
that lasted for 4 seconds straight, so I stopped using the skull
powerup. There was another powerup, it seemed to be the same
powerup, except the orb wasn't green, it was black, and instead of
having textures, it seemed to face me no matter what. I picked it
up, and this time it filled in the slot for the S powerup. I used
that and the screen seemed to turn red. Once again, reading "You
dead". This time there was a white noise in the background, getting
louder and louder, I promptly pressed enter to escape the sound and
continued with the game.

The 4th level, instead of being a repeat of the first with more
flags, this time it seemed to have no flags on the map. No Blue nor
Red. The map was completely black, yet I could move around like the
walls were painted black. I drove around and found a tunnel. There
was a light and it seemed to go on for a while. I drove down to the
end of it, which seemed to have a bright light, maybe simulating
the "light at the end of the tunnel". I thought this meant good
things. I was wrong.

When I went into the light, written in blood, or just red text,
on the wall in front of me said "YOU'RE NEXT". There was an enemy
at the end, watching me from every angle. It was Red, as if it were
on my team, except when I came close, it changed to black. White
lights appeared behind the black screen on it, as if there was
someone in it. A grey block poked out of the window, I tried to
turn back but it was just another white wall behind me. The grey
block appeared to be a gun. Just then, loud screeches, like bursts
of white noise started playing. I drove and started evading the
"bullets" as they exploded against the white walls. Then, my screen
went black. Blood seemed to drip down it, apparently I was shot. It
said "You next to dead." The english was clearly not great, but it
still creeped me out.

Then, quickly, without fade, a picture of a dead body appeared
on the screen, with an arrow pointed to it. Next to it said "This
can be you". At this point I knew something wasn't right. More
pictures of dead bodies started flashing up on the screen, however
they were bad quality, they still looked real. Text flashed up,
first the word "YOU'RE" and then "NEXT", the same old story. I
pressed enter and tried to skip this, and luckily it worked. My HUD
was still there, with all the perks. The powerup slots were filled,
displaying as if I had like, 500 springs, 200 walls, etc. The
screen was black, but I couldn't drive around. Right now, a weeping
sound started playing. It was getting louder. I tried exiting but
it didn't work. The sound got louder and louder. I was using my
springs, the sound it played was the usual but it was extremely
loud. But at least it covered up the weeping. The weeping got more
real and louder, the springs suddenly didn't make any sound, and
the numbers weren't going down. I just had to sit there, listening
to the sound of someone dying, or so it seemed. The words appeared
again "You're next", stacked along with the other lines it had
said, such as "You dead" and "This can be you". They were all red,
so some blended in with others.

Like always, at the end of a level, it tells you what happened
to end it. This one came up with a box that simply read "You lose!
The droids captured your soul". I pressed continue and it went to
high scores. I typed in my name as just a blank space, but there
were existing names. Several at the bottom to the top were the
norm, such as "John" and "Sam", but when it got to the middle, the
names were "Hell", "Death", and there was one with the highest
score of 1,000,000 called "You're next". My high score didn't show
up, considering it was 000000, I am not surprised. When I closed
this, the red words started showing up again, this time, flashing
and saying "YOU'RE NEXT", with once again a loud weeping. However
this time, it didn't get louder, it was just instantly loud. This
scared me more than any of the pictures I had seen.

I managed to close it, to which I tried to uninstall it but it
didn't work. So I just left it. However, there were some folders on
my computer that were left, things named "TEXTURES" and ""SCRIPTS,
there was one named "DEATH". I opened it and well, it was filled
with the textures of dead bodies and such. I cannot tell you how
haunting those pictures were, but the only other thing that was in
there was a sub-folder named "TEXT", and in there were the text
textures, such as "You dead.", "You're next", and one I never saw
saying "Thanks for playing". I also found another folder in "DEATH"
called "SOUNDS". The sounds were named "dinosaur.mp3" and
"blood.mp3", but there was one named "willow.wav". Listening to it
I heard the weeping again, this time it was backed up with more
weeping, as if there were more people. Then it turned into
screaming..it just sounded like torture, I had to turn it off. This
creeped me out too much, and after wiping my computer, I got my new
laptop and now I just need to forget this ever happened.










Chapter 4
Animal Crossing


Animal Crossing is one of my guilty pleasures when it comes to
gaming, and I decided to make the jump from the DS version and buy
City Folk for the Wii. I decided to go down to a local Video Game +
DVD store that opened up downtown. Upon talking to the clerk, I
found the wall for Wii games, with a weird group of unlabeled games
near them. I was told that the store will buy used games for a
small price, and sometimes re-sell ones that appear to be in
working conditions. I ended up buying the game. It had a white
jewel case, similar to a PS1 game, and a blank label that was
pretty much a white piece of paper with "ANIMAL CROSSING WII" on
it. I took the game home, and opened up the case. From the start, I
figured something was up. The game appeared to be burned onto a
Memorex CD. I turned on the Wii, and here's when things started
getting weird.

The game started up normally, albeit the "Nintendo" logo was a
dark shade of grey, and there weren't any animal voices speaking
it. I started a new game, and noticed that Rover (the purple cat)
only spoke parentheses, and had the default sad/worried facial
expression stuck on his face. I was greeted with the bus intro,
where Kapp'n drives you to your city, and asks you questions.
However, the bus seemed to be stopped, as there was no animation or
sound. Dialogue boxes popped up at the bottom of the screen. "Who
Are You?", "What Gender Are You?" appeared. At this point, I
figured that it was either an in-development version, or some sort
of rip with limited sound and stuff. The third question came up and
startled me. "Where Did They Send You?". At that point, it gave
three options, which were simply "A", "B", and "C". I pressed A,
and the game cut to black, and then opened with my character near
the front gate. The weather was rainy, but the volume of rain
seemed to be increased significantly. I didn't see Tom Nook at all,
or anyone else. I explored the town, and saw some pretty weird
things.

I first tried to find Tom Nook and start the job tutorial, but
couldn't find him. I entered Nook's Cranny. All of the items in the
store were mannequins (ripped from the city's store), clothing, and
various letters "From Mom". I wasn't able to touch any of the
letters, but the clothing seemed to be free, as if they were
dropped there. When I put them on, they looked like existing
clothing patterns, but with (what I assume is) blood spattered on
them. This disturbed me. I figured that the game had to have been
some sort of modified .ISO, similar to how people can change colors
and text with SSB:B, and other titles. I left Nook's Cranny, and
noticed that upon attempting to re-enter, the door gets locked, and
gives the player the following message: "Stop disturbing us.". I
walked far away, and walked into the town hall/post office. The
lights seemed dimmer, and Tortimer was the clerk, instead of
Pelly/Phyllis. Tortimer automatically spoke. "Why are you here?",
with clouds appearing over his head, a sign of an NPC being sad. I
wasn't able to make him move, so the post office was disabled. I
looked in the garbage pickup box, and the inventory was filled with
clothes, fishing rods, slingshots, and more letters from Mom. I
exited, but re-entered to make sure that the Nook's Cranny problem
wasn't there. I was able to go back in, but Tortimer wasn't there,
and all the lights were turned off. I exited, and it began to
thunder outside. The landscape started to change. Weeds were
visible as far as the eye could see, and many of the trees were
replaced with Rafflesia plants, with flies buzzing around them. I
walked to the right side of the map, and saw a group of houses.
Only three or four. When entering them, it's easy to tell that the
houses are wayyy different from in game.

The windows in the houses are boarded up, and trash cans fill
the room. They had two NPC's each, which were nondescript cats.
Their eyes had no pupils, and when speaking to them, they would
turn their backs to you and say "WHYISTHISHAPPENING", with more
rainclouds appearing above their heads. After speaking to them, I
was kicked out of the houses. The screen cut to black, and faded
with me towards the beach. Tom Nook appeared, and gave the usual,
normal routine that players go through when beginning the game. I
had to wait 2-3 minutes for my char to automatically follow him
across town. I got to my house, and entered. The floor and
wallpaper were white. No pattern, no texture. Just the color white.
I wasn't able to go upstairs, as a "Don't. Please." message
appeared. I exited the house, and Tom Nook just stood there, giving
me a message consisting of parentheses. The game faded to white,
and I heard the "NINTENDO" voice.

I was pissed at this point. I was disturbed, but I can't say I
was scared, simply because I assumed it was an odd modification of
the game by whomever previously owned it. The game started up in
the same exact way. My save was gone! I had to go through the same
routine again. When exploring the town, I noticed that the previous
houses were gone. I was able to enter Nook's Cranny, but realized
something odd. The outfit near one of the mannequins was the same
as the one I previously wore, and had a letter near it. I picked it
up, and it read "I'm so sorry. Nobody deserves this." I exited the
store, and Tom Nook was waiting outside. He gave the same
parentheses message as before, and the game faded to white
again.

At this point, I'm surprised that I bothered to do the process
AGAIN, but out of curiosity, I did. In THIS save, I was freaked
out. My character had a very dark, simplistic face with huge black
eyes, and a black mouth, similar to the Gyroids from the original
title. Now the post office was gone, and every single tree in the
game was replaced with a Rafflesia, or the town flag. I entered
Nook's Cranny, and surprise-surprise, another mannequin appeared,
with my character's default clothes. I left, and Tom Nook gave a
different message. "You kids never learn.". The game faded to
white, but when I restarted, it appeared normal.

The game had a normal title screen, but I was instantly able to
create a save, and not go through the process of answering Q's,
etc. It faded to a Wintery town, with the camera focused on a
Gyroid outside a house. I thought that it froze, until a human NPC
arrived, with Tom Nook talking to them. The camera then zoomed in
on the Gyroid. The Gyroid began to jiggle around and let out a
weird sobbing noise. The camera faded to black. After that, I
wasn't able to create any more saves. The game froze after the
Nintendo logo.










Chapter 5
Glitchlett


Do you remember when you first discovered glitches in
Pokémon?

I remember when I did. Summer, 1999, at Kingswood Summer Club.
Pokémon Red and Blue had been released the previous year, which I
guess would make me 8 or 9. The Pokémon craze was in full swing
over here in the UK - every day I packed up my Pikachu-yellow
Gameboy Colour, Pokémon Red permanently slotted into the top. Me
and my friends would gather together with our Link Cables for epic
trading and battling sessions that lasted the whole day, or just
until parents came to pick us up at home time.

Around mid-summer, our ‘group’ was starting to feel like we’d
seen it all and done it all. Sure, I don’t think we’d ever caught
‘em all - back then it seemed like an impossibility. We had grinded
to level 100, eliminated the Elite 4 more times than we could
remember. The game was starting to lose it’s draw, and there were
still 4 long weeks of summer left. Then, we saw Missingno.

I remember the first kid I knew to have him - he told us his
brother showed him how to catch this super rare, super awesome
Pokémon. We gathered round as he revealed that Pokémon to us - that
magical, distorted, reverse ‘L’ shape that held the key to infinite
Rare Candies. We were all instantly in love and dying to get one of
these rare Pokémon for ourselves - so he passed on the secret and
showed us how.

Within the next few days, our little group was hooked on
glitches. We scoured magazines for the latest bugs and tricks - we
visited Glitch City, battled all kinds of high level Pokémon off
the coast of Cinnabar - we even caught Mew.

But there was one glitch which I’ve never been able to find
record of since. Funnily enough, I can’t remember the details of
how to pull it off, but I remember the outcome - Glitchlett. The
technique for finding this little guy followed the pattern of a lot
of the tedious Pokémon encounter bugs in Red and Blue - talk to
this dude, fly to this place - it might have had something to do
with Celadon, I’m not sure really.

Glitchlett was just as you’d expect - a glitched-up Diglett. The
sprite was mostly intact, but the face was distorted,
Missingno.-style. There were a few distorted lines through it, like
scan lines, and the cry was a little weird too, although I can’t
put my finger on what it was. His level was never visible, but we
guessed it must have been over 100, as we could hardly put a mark
on him while trying to catch him. Most of us resorted to one of out
many cloned Masterballs.

We nicknamed him Glitchlett, and that night were eagerly trying out
what his guy could do.

The next day we all met up to compare results - by this point we
all considered ourselves Pokémon glitch experts. Experiences with
Glitchlett were varied - one guy claimed it messed up his game so
bad he couldn’t play anymore and had had to reset. Others said they
tried to battle with Glitchlett only to find the game crashed every
time they tried. I had the most luck in battles with the new glitch
Pokémon. His only move was DIG, and he couldn’t learn any HMs or
TMs, even those you’d expect a Diglett to be able to learn. Against
Wild Pokémon, Glitchlett was a powerhouse - he never lost PP, and
together we’d OHKO’d every Pokémon we came across.

But the attack it’s self was… odd. It took two turns as usual,
but after the first turn he’d be hit with some kind of
self-damaging recoil. There was no explanation other than “Diglett
was hurt!”, and that strange cry, but it never made much of a mark
on him. Glitchlett’s HP was higher than anything I’d ever seen, and
because it took only one DIG to destroy any wild Pokémon it was
never much of a problem. I laid waste to my friend’s teams during
linked battles, and he soloed the Elite 4.

I remember when things got even stranger. I was levelling a team
using the Exp. All - destroying wild Pokémon with Glitchlett seemed
the obvious choice and I’d maxed many Pokémon this way in the past.
I’d woken up early that morning to level especially, and had spent
all day KOing wild Pokémon. At that moment I was under my bed
covers with my trusty Gameboy Colour light - Mum would go mad if
she knew I wasn‘t asleep at this time. Everything was going to plan
and my new team was levelling up beautifully. I must have been
concentrating pretty hard, because it was too late when I noticed
how low Glitchlett’s health had become. I selected DIG for the
final time and watched him begin to descend into the ground… as
expected, I received the message “Diglett was hurt!”. I heard that
piercing cry, louder then before, and my stomach turned as I
watched his health bar slide towards zero. The bar doubled back on
it’s self, and seemed to empty four or five times before Glitchlett
repeated his dying cry - now a horrible noise.

“Digglet was killed! Do you want to use the next Pokémon?”

I know it’s cliché in these kinds of stories, but I remembered
that vividly. I selected “NO” - my other team members wouldn’t have
made a mark on this enemy Pokémon anyway. I was warped to the over
world and found myself back in the Unknown Dungeon. Opening my
Pokémon menu confirmed what I’d seen before - by beloved Glitchlett
at the top of the party, health reduced to zero. I selected him,
I’m not sure what good I thought it might have done… and noticed
that something was different. Maybe it was there before, but I
think I would have noticed that DIG was now selectable outside of
battle.

I thought for a moment. Maybe it was the atmosphere, but this
move was suddenly chilling me. Glitchlett had never been damaged by
any Wild Pokémon, only by this move. It wasn’t even as though he’s
hurt himself in confusion or with recoil… whatever had hurt and
ultimately ‘killed’ him had been underground all along, waiting,
sapping Glitchlett’s life each time I sent him to attack. His
death-cry echoed in my ears as I realised what I’d done. My thumb
hovered over the A button, my brain willing myself to DIG and get
out of the cave, but my stomach felt sick. What was down there
anyway?

I was stuck with no choice. The exit was too far away, my
remaining Pokémon would be destroyed if I tried to get there. With
a lump in my throat, I dug, and my sprite began spinning into the
earth and the screen went black.

I wasn’t surprised when I realised where I was. Not the entrance
to the cave, or even the nearest Pokémon Center, but a glitched-out
cave that I now realise was some kind of bugged version of
Diglett‘s Cave. I checked my Pokémon, and saw Glitchlett’s health
had been restored. He was now my only Pokémon, the other 5 members
of my team missing entirely. I chose DIG again. Oak scolded me -
apparently this wasn’t the time to use that.

With no means of escape I set off looking for the exit. My sprite
moved slowly, more of a crawl than a walk, as I moved the cave’s
walls bugged out, turning red, flexing and swelling in and out like
the lungs if a monster. Slowly, music began to play - high-pitched
and distorted and horrible, it was quiet at first but grew louder
with every step. As it played something became familiar - a
familiar tune beneath the whirring, bugged notes. Without thinking
I began to mouth the words to the music.

“Diglett-dig, Diglett-dig, Trio Trio Trio… Diglett-dig,
Diglett-dig, Trio Trio Trio…“

Then, I encountered a Pokémon.

“A Wild Dugtrio Appeared!”

As distorted battle music began, the level 225 Dugtrio appeared
before my eyes. The cry was awful, warped scream that seemed to
become a gnashing crunch before stopping entirely. Dugtrio’s
sprite, like Glitchlett, was deformed - Dugtrio’s three faces with
hollow eyes, twisted into pixelated howls that looked somehow
painful. The bottom of the sprite was unrecognisable - it looked as
though six deformed, clawed arms were rising from the dirt around
Dugtrio’s body. My only Pokémon was released and Glitchlett’s back
sprite appeared before me. His cry played again, quiet and
seemingly a lot weaker.

I was just a bystander now as the game took control - selecting
an attack from the menu. Of course, DIG was the only option. My
hands were sweaty as I gripped the Gameboy tight - my breath was
hot on the screen. Dugtrio went first.

“Dugtrio used Scratch!”

It hit six times, each tear triggering the pitiful cry from my
glitch Pokémon. Glitchlett was left with a sliver of health as he
retaliated with an attack of his own.

“Diglett used Struggle!” It hardly made a mark, as expected, but
it was strange how DIG had never lost PP before.

As previous, the game selected the next move. As ATTACK was
chosen, I noticed that Glitchlett suddenly had no moves. Two words
appeared where the first two attacks should have been.

NO HOPE.

Dugtrio’s cry echo’d again as it launched an assault of
scratches with it’s deadly, horrible arms. Glitchlett was killed
after the first strike.

“Diglett is Dead. Do you want to continue?”

I didn’t really understand the question, but that didn’t matter.
NO was selected for me, and the battle faded away. Back on the over
world, the walls swelled and glitched before my eyes and the
maddening music began again. I inspected Glitchlett. His sprite had
changed now, although his face was never visible, like Dugtrio’s it
seemed to be formed into a pixelated scream. Dark brown streaks cut
through the sprite - they looked like claw marks, or blood.

I pressed on. I don’t know what I was thinking at that stage -
just that this tiny Pokémon had infected my game in a much bigger
way than expected. Glitch Pokémon seemed kind of wrong to me then,
as though it was something I ought not to have been massing with -
something we didn’t understand or couldn’t control.

With no Pokémon left, I was surprised to find that I didn’t
‘black out’ or warp to a Pokémon Center. The game just continued as
‘usual’. It was only a few steps before the Pokémon encounter theme
played and the screen turned black.

“A Wild Dugtrio Appeared!”

This Pokémon sprite was different to the last - almost completely
disfigured. The cry seemed as though it wouldn’t end, screaming and
wailing as a pixelated monster appeared on screen. Through the
glitches and cut pixels I could make out the hollow sockets of 8
eyes, 8 terrible clawed hands and a gaping mouth.

With no Pokémon left, my trainer’s back sprite faced the glitch
head-on.

Before my eyes, the screen faded as my Gameboy’s batteries cut
out. Whatever had just happened gripped me with fear. That night I
didn’t sleep. I even took the game out of the now dead Gameboy,
although I’m not sure what that would have done.

Days later I started that game up. I’d not saved during what had
happened, so I was returned to my last save point. Glitchlett was
at the head of my party, DIG his only move.

I thought for a moment, before abandoning that game forever and
starting anew.










Chapter 6
Zelda 3D


When I was a child, one of my favorite games was the Legend of
Zelda: Ocarina of Time. Anyone who's played it can probably figure
out why, even if they don't particularly find it their favorite.
Naturally, as a very popular game, it spawned a lot of rumors and
legends, especially back in the day when communication through the
Internet wasn't as common. Most of these legends are false, but
sometimes a surprising amount of truth can be found in them.

A while ago I had read an article about early versions of Zelda
3D (as it was called in development), and apparently these early
versions were incredibly different than the released version. It
was modeled after the original Legend of Zelda rather than A Link
to the Past, and as such was a lot more free roaming and
adventurous than the one we got. At the time, it sounded awesome,
and I even found myself wondering why they had abandoned the
project. I concluded that it was probably due to the technical
requirements of such a feat. Still, one thing that especially stuck
with me were the pictures. Some were nondescript, nothing special,
but one showed a large expansive desert environment. There was a
palm tree and a small oasis near a much more primitive-looking
Link, as well as some enemies. Past that, however, was just sand,
stretching to the horizon. The thoughts of what might lay beyond
that desert seemed to stick the image to my mind.

After that we skip several years. The article was only a vague
recollection, nothing important. I was hanging out at the local
game shop with one of my friends. He's telling me about his day,
and tells me how some guy came to sell his missing son's old video
games. He showed me them and they were all normal games. A few Wii
games, a few Gamecube games, and a lot of Nintendo 64 games. Still,
the only one that really caught my eye was a red cartridge with no
label, except a piece of tape with the word "ZELDA??" written over
it in marker. Naturally, this got me curious. My friend didn't
share my curiosity, but he didn't think he could sell the game and
just let me take it home for free and indulge myself. Naturally, I
did.

The moment the game started, I realized it wasn't the Zelda I
was used to. The title screen was nothing but a nondescript "The
Legend of Zelda." No subtitles, no fancy font, no music, just those
words in black bordered lettering. The background wasn't from OoT
or MM either. It was an overhead view of what could only be called
ancient ruins. They looked very sinister and grotesque, similar to
something from Majora's Mask, only without any hint of the mystical
atmosphere that accompanied any Zelda game. They were simply
unnerving. Still, this didn't stop my curiousity, it only kept me
going.

As soon as I press start, the game begins. It skips over any
file screens and dumps a blocky-looking Link into an empty black
environment. And when I say black, I mean black. There was nothing
separating ground and sky. Just blackness. The only thing that let
me notice that the game even worked was a temple in the distance,
similar to the one in the opening. Moving still seemed to work
fine, suggesting that something probably glitched with the textures
of the ground and sky. Still, it seemed strange that nothing
happend to any other textures. Entering the temple was my only
choice, so I took it.

One thing that is worth mentioning is that the game started with
no music, just deathly silence. However, the closer you came to the
temple, the more music was available to hear. Well, it wasn't
really music. It sounded like moaning, similar to the ReDeads in
OoT, but more tinny and badly recorded. Every once in a while some
sobs could be heard, but they were quickly stifled.

Entering the temple made everything seem more like a Zelda game,
but something caught me eye. Rather than the textures being worse
than those in OoT, they were better. There was more detail in
everything, but it was all dingy and rotten-looking. Extra polygons
only served to make things look more grotesque. The random blood
splatters didn't help anything, either. It didn't take long for me
to realize that the entire "dungeon" could hardly be called
Zelda-like. Puzzles usually only consisted of pulling a lever or
pressing a switch. In fact, there weren;t even any sliding blocks.
There were no enemies, either, but the blood splatters on the walls
soon served to be warnings of booby traps. Some become inescapable,
and simply send you back into the darkness again. Others are
escapable, but still extremely creepy and… depressing. The dungeon
was riddled with the low-poly remains of dead adventurers. and
sometimes they even gad items on them. The items could be picked
up, but the inventory screen seemed unfinished, and the game only
auto-equipped the first three items picked up since there was no
accessible inventory screen. After several gruesome deaths and
retries, I find my way to a door marked with a scratched-on eye,
similar to the ones on the Lens of Truth and various other objects.
Entering this door reveals a boss battle.

The music by this point had changed, and I only realized it by
the last room. The moaning had never looped once, but still seemed
to change according to the mood. A discordant violin melody started
playing, but the rest of the sound remained nothing but moans,
sobs, yells, and weird scratching. It was never enough to rise past
the level of "background noise" but it still remained unnerving,
almost as if it wasn't music at all, but monsters that were
wandering somewhere in the temple.

When I said "entering the room revealed a boss battle," I was
not entirely honest. It could only be called a boss battle by the
most generous standards. It featured an empty room with the same
textures on the walls as the rest of the temple. The only
out-of-place aspect was a giant face on the other side of the room,
colored as gray as the walls surrounding it. Its skin seemed
stretched over its head and lined with the wall, so it looked as if
the wall was growing a face. Moss seemed to be growing over its
closed eyes and cracks were apparent everywhere on it. Still, the
door I came in was locked, and the only thing to do was approach. I
did so, carefully, making sure nothing was waiting for a surprise
attack. I went up to the point where I was nearly in contact with
the face. Nothing. It was still there, with its sunken eyes and
cracked lips. I attacked it with my sword. The sword went through,
and made an incredibly vulgar flesh-ripping sound, but nothing
happened. It remained there. I attacked some more, and still more,
until eventually the music stopped. Soon the cacophony of violin
music became even louder and the moans started up even stronger,
and then something happened. In one movement, its eyes opened,
staring at me with dry, souless eyeballs. And then… nothing. The
music was still louder, but I continued to attack the face with no
reaction, until it simply had enough, ripped to shreds, and fell
away in a fire, in typical Zelda fashion, revealing a door. The
music had stopped. There were no more moans, screams, anything. I
went through the door.

What a fool I was. That was only the tutorial.

The screen was replaced by a white screen, followed by a moment
of extremely loud static. I jumped, but it was over almost
instantly. The white screen was replaced by endless desert. The one
from the image. I was in shock. By that point, I was creeped out
enough to turn the game off. Still, that respite didn't last long,
I had nightmares of the game. Normal nightmares, nothing weird
about them (it was, after all, a pretty creepy game). However, what
frightened me the most was something I skimmed over while I played
and realized afterwards. The game chamged each time I started over.
When I tried to take the same path through the labyrinth, I always
ended up lost and confused. By the time I finished, I was relying
on instinct.

I kept going the next day, stopping only to eat and go to the
bathroom. When I turned it on, I was still at the desert, even
though there was no file screen. This time it was night, I walked.
Sometimes I would walk for 20 minutes only to find a half-sunken
obelisk, or the ruins of what looked like some village hut. Other
times there would be a skull or a few bones, but nothing more
noticeable than that. Other times I would see great expanses of
oasis and tropical forests. I found my first enemies here. They
were similar to tektites, only with larger bodies, mostly
containing their large eye. They had thin, long legs and would
still attack by leaping. only when they hit you, they would pin you
to the ground and attack. Soon the sun rose, and I continued
walking. Sometimes I would find small tombs. These were almost
always similar in style to the first dungeon, only without the
moaning and no bosses.

What I did find was information. Runes scribbled onto the walls
that could be read. The description would almost always be vague,
with phrases like, "… and knowledge shall guide… way to heavens… "
Sometimes they would be followed by other comments, but most
writing seemed glitched and unintelligible. It seemed to be a
history, though. The maps I'd sometimes find confirmed it. I simply
explored, and after a while, I learned to let instinct guide my
way. Soon I found the next dungeon, a large pyramid rising out of
the desert… upside-down. Over it, straight up to the sky, was
another large upside-down temple. It stretched so far I couldn't
see the top. But I couldn't keep going. I needed sleep again.

The next day came, and I entered the dungeon. It was like all
the small tombs I would find, only a bit more perilous. More
bottomless pits. chasms, spike traps, and monsters this time. Long
arms that would grab you from out of the wall like wallmasters,
only these simply threw you into the traps, killing you. What
probably used to be ReDeads and skeletons. At the end of this
dungeon, I found a large spiral staircase. I followed it up and up
until I reached what seemed to be the top. It took two hours of
climbing, but the time seemed to fly by. The top was merely a
platform with a large, ornate arrow pointing off an edge. Since
there was nowhere else to go, I jumped. The screen again flashed
white, and I was in a new area.

This went on for the next few weeks. There were many places to
visit, and at times I could find the borders where one locale met
another. I started to name the locations I had been to, but
although I started knowing all the places intimately, there never
seemed to be an end to new locations. Sometimes I would go through
one door and come out on the other side of the world. Places didn't
behave by constant rules of space, but it became easier to find my
way regardless. Each time I revisited a place, it was rearranged in
a different, more navigable setup. From every corner though, I
could see the tower in the distance. I quickly realized that I had
no reached the top, only fallen into one of many traps. In fact, I
still have not reached the top.

In the few times I went about the real world, I could feel that
the game was different. It changed itself. It seemed to react to
me. I was sure that a game like this should not have been able to
be created. But then, they were going fot a free-roaming experience
more similar to the original Zelda. What if they succeeded? They
created a world one could always roam. And they really did create a
world. I had learned of many gods in that land. The three goddesses
who had created such a perverted, physical world. The god He Who
Sees, who decided to cleanse it. I still don't know my own route,
but I felt that if I simply followed my instincts, I could find my
goal.

That's why I'm writing this now. My instincts still tell me
where to go. But it's not here. It's not in the game. I have to
leave, and I will do it. But before I go, I feel I have to leave
this message for someone to find. I should warn you though, it may
be a game, but it knows you are playing.










Chapter 7
Halo Reach Legendary Ending


We said we'd find the legendary ending, and now my best friend
is dead.

Me and my friend are avid players of the Xbox 360 game Halo:
reach, we both preordered and have the Flaming helmet, but what we
found would haunt us even more than the haunted helmet. Even to
this moment I feel bad making Halo jokes but I'm sure somwhere in
hell my friend is laughing with me..Anyway, I'm currently trying to
fight off the tears here, anywho, I digress. Let's get onto the
story..

So it was 1 AM, and we had a crate of beer, so we popped Halo:
reach into the diskdrive and plugged in the USB Handsets, Intro,
y'know. Basic deal..Campaign, we slapped on all the skulls, we were
going for an all nighter. Legendary was hard but it was only 10 AM
(Yes, Only) before we hit the endgame, but I've gotta tell you
first. We hit all the buttons and read the data pads, And I mean
read the data pads, when I said pressed the buttons, I pressed so
many fucking buttons in that game, I mean, I don't know how many
there are in total, but atleast 20, I think, We were all drunk and
stuff, I've saved the theater films but, well, the xbox is..no
more.

So basically we spent alot of time going these button combos,
flying secret banshees and not to forget the fucking Pelican and
Phantom egg (it took a long time to jack those bastards) And the
easiest one to do was the Club one, Lol, we spent about 30 minuites
dancing with those brutes, Fun times..Anyway once we did that we
spent an extra 1 minuite on Lone wolf (All skulls, whaddya expect?)
Anyway, After the speech at the end of the game..that's when things
got weird, the screen went to black In the middle of the speech and
so did the audio, it took us to a screen, and I'm not even kidding,
it said "NO" In block text with the auntie dot AI background, then
after 7 minuites an icon of the "A" button appeared, along with the
text "DON'T YOU DO IT". Anyway, buzzed from the beer we thought
"What the hell :)"… Well, I wish we hadn't been so drunk, and
tired, because that's when things got fucked up..a cutscene started
up, it was the missing one from the trailer of emile with the
shotgun, shooting..me and my friend were like "Oh cool, he's back
from the dead."

How wrong we were.

After emile was shooting his shotgun at the wall for a while and
shouting "WHO'S NEXT", after that he froze. me and my friends..and
I'll repeat "WHAT THE FUCK, IS THAT IT? HAHA" But no, if only we'd
finished there, and gone to bed… No… We continued to watch, anyway,
After about 7 seconds emile's head turned around to the camera.. it
looked weird, like, the background and his body were a picture but
his head was a 3d model..then, his hands came up from the bottom of
the screen and pulled off his helmet, to show a decomposing human
face, not a 3d model like you'd expect, a photorealistic image, me
and my friend were shocked. Unable to look away from the screen, we
continued..scared. Anyway, the mouth began to move, "WHAT DID YOU
DO" Said a horrible HORRIBLE voice, I would describe it but I can't
describe a voice so horrible it could make you vomit, yes, I threw
up, I guess it was the beer and the freaky picture. I stood up and
shouted "THIS IS CRAZY SHIT, MAN, I'M OUTTA HERE" And tried to turn
off the xbox, but, the touch pad wouldn't work on my brand new xbox
360 slim. My friend stood up and grabbed me, he shouted "NO MAN, WE
COULD BE FAMOUS, WE COULD BE THE ONLY PEOPLE TO SEE THIS, SIT DOWN,
MAYBE IT'S ONE OF BUNGIE'S CRAZY JOKES" Anyway, I sat down, I don't
know why, I mean, I just saw a decomposing face with bugs crawling
around in it..Anyway, After that face just stared at us, we decided
to click some buttons, anyway. after I Pressed the X button three
times, the face started to fall away… and fall apart, it was so
realistic, I began to cry, I hid it from my friend, but I was
crying a river..

After the face was gone just leaving a photorealistic skull, the
screen slowly, over a couple seconds (I know there's alot of
details, but no matter how drunk or tired I was this whole event
just shocked me so much, I felt sober somehow, anywho) the screen
was black for a while, I swore I heard some fucked up sounds but it
could me my mind.. Anyway.

Once we looked at the black screen for a while my friend started
laughing "This is just a fucked up joke..haha" He said, sounded
like he was kidding himself.. Once again, I felt uneasy, but
decided to press some buttons, I clicked the X button, and the
screen started to light up a little, I clicked it seven times,
knowing Bungie's obsession with 7, and amazingly, there it was, a
secret level.. A room that looked like a barn, or a shed, we were
off split screen and only Player one (Me) could control the player,
I was holding a shotgun and had no grenades or Armor ability..I
started to walk around, it was realistic, red wood walls, with hay
on the ground and a tractor in the corner, I went to the tractor
and a message came up "HOLD X TO DIE" We were slightly shocked, but
thought it would be funny to click it, so anyway we pressed the x
button and bam, black screen, I thought my xbox had died, but no, a
picture of noble six looking out at a desert without a helmet
showed, he looked like he was thinking, standing, the image was
static, but you could hear the sound of wind or somthing. then,
suddenly, the sound of gunfire sounded, and the sky of the desert
started to get dark and depressing, morbid. anyway, elite body's
started fading in in the background, creepy, but not scary, then
suddenly, noble six started bleeding, from his back, his legs, his
feet. and then a black screen, but then, just when we thought it
was all over and we could finaly sleep, an image popped up, it was
the "ASS" error from halo 2. We started laughing, we felt safe now,
we knew it was a joke put in by bungie, but no. that's when the
sound started playing.

The sound of sombody softly crying, slight crying, nothing loud
or scary, but then a picture appered on the screen, two red eyes.
dots, and then it slowly faded in, and what we saw was funny but
scary, it was a hyper realistic grunt, just looking at us..my
friend pulled out his phone and snapped some pictures, sadily that
phone is now evidence in a suicide, anyway, the grunt was crying,
softly, into the camera, then a sword (energy) cut down the screen,
the gore..the guts, I was in awe, and not the good kind, we saw all
the grunts guts, the insides were so realistc, we screamed, but
just couldn't stop looking. that was when the grunt looked at us
and spoke..while it was dead, back in the same voice as
before.."WELL, YOU FOUND IT" At that moment my friend stood up,
well, that's when things get fucked up.. my friend grabbed the xbox
and smashed it up, he pulled it off the counter and smashed that
thing to fuck, he stamped on it untill it was broken up, I was
pissed since it was a brand new console, but still, I could
understand, I'd just seen hell.

Once he smashed it up he grabbed the sharpest thing in the
broken pile of peices (the smashed, jagged outer plastic case) and
cut his wrists, throat, he basicly, just cut himself up as much as
he could, I grabbed him and tried to stop him, but at that point
all I could do was phone an ambulance, anyway, once I did he had
ran to the kitchen and grabbed a knife… well, the outcome wasn't
pretty, he stabbed himself in the torso like that chinese/japanese
suicide thing, anyway, I tried to stop the bleeding… .Basicly, once
the ambulance arived he was already dead, and I just sat there and
sobbed..

Well, that was my story, I used a different B-net account incase
sombody found my gamertag and found the game history, or did
somthing like that because I don't want you to die

I RECOMEND NOBODY TRYS ANYTHING HERE. BECAUSE YOU DON'T WANNA
DIE.










Chapter 8
Herobrine


I had recently spawned a new world in single-player Minecraft.
Everything was normal at first as I began chopping down trees and
crafting a workbench. I noticed something move amongst the dense
fog (I have a very slow computer so I have to play with a tiny
render distance). I thought it was a cow, so I pursued it, hoping
to grab some hides for armor.It wasn't a cow though. Looking back
at me was another character with the default skin, but his eyes
were empty. I saw no name pop up, and I double-checked to make sure
I wasn't in multiplayer mode. He didn't stay long, he looked at me
and quickly ran into the fog. I purused out of curiousity, but he
was gone,

I continued on with the game, not sure what to think. As I
expanded to world I saw things that seemed out of place for the
random map generator to make; 2x2 tunnels in the rocks, small
perfect pyramids made of sand in the ocean, and groves of trees
with all their leaves cut off. I would constantly think I saw the
other "player" in the deep fog, but I never got a better look at
him. I tried increasing my render distance to far whenever I
thought I saw him, but to no avail.

I saved the map and went on the forums to see if anyone else had
found the pseudo-player. There were none. I created my own topic
telling of the man and asking if anyone had a similar experience.
The post was deleted within five minutes. I tried again, and the
topic was deleted even faster. I received a PM from username
'Herobrine' containing one word: 'Stop.' When I went to look at
Herobrine's profile, the page 404'd.

I received an email from another forum user. He claimed the mods
can read the forum user messages, so we were safer using email. The
emailer claimed that he had seen the mystery player too, and had a
small 'directory' of other users who had seen him as well. Their
worlds were littered with obviously man-made features as well, and
described their mystery player to have no pupils.

About a month passed until I heard from my informant again. Some
of the people who had encountered the mystery man had looked into
the name Herobrine and found that name to be frequently used by a
swedish gamer. After some further information gathering, it was
revealed to be the brother of Notch, the game's developer. I
personally emailed Notch, and asked him if he had a brother. It
took him a while, but he emailed me back a very short message.

'I did, but he is no longer with us.'










Chapter 9
Super Creepy 64


I always liked Super Mario 64 when I was a kid. I remember
playing it at my aunt's house all the time. Well, one day a pop-up
appeared out of nowhere as I was watching gameplay footage on
Youtube. I was a little startled, and was about to close the
window, until I realized that it was a website showing of a mint
condition copy of Super Mario 64 for sale. There was a picture and
everything. I usually don't trust these things, but the feeling of
nostalgia overpowered me, and I wanted to buy it.

The whole business was peculiar, seeing as how the owner of the
game wanted the buyer to send an envelope containing $10 to and
address on the site, instead of using something like PayPal. What
made things even more strange was that when I tried to gain access
to the website (I wrote down the URL) after encountering… problems
with the game, the page was nowhere to be found.

A few days after the $10 was mailed, I got a package containing
the new copy of the game. The first thing I noticed when I opened
the small box was that the "official sticker" with Mario flying in
the air was apparently peeled off or something. In it's place was a
piece of duct tape with "Mario" crudely written on it in permanent
marker. I felt a little ripped-off, but as long as the game worked,
I didn't care.

I got out my Nintendo 64 and put the cartridge in. The screen
turned on with the familiar Mario face that you could stretch and
twist aimlessly. I remembered laughing all the time at the results
as a kid and decided to mess around for old times sake. I moved the
cursor over to Mario's ear and pulled it to elven proportions. I
was going to do the same to the other ear, when the TV suddenly
produced loud static. Mario's whole head started deforming and
twisting in ways that I didn't even know were possible for the
model. Random sound effects from the game started playing along
with the static. As all this was occurring, I could hear a faint
voice whispering in Japanese. The voice was stammering and
whimpering.

I immediately shut off the game and tried again. I didn't bother
with the Mario head this time. Just selected a new file and started
playing.

When I selected the file, the game skipped the opening monologue
by Peach and the courtyard outside. Mario was just placed right
inside the castle. Creepier still, Bowser didn't say anything
either. I tried to ignore it and played anyway. However I also
noticed that their was no music. Just dead silence. Their weren't
even any Toads around to talk to. The only door I could enter was
the Bob-omb Battlefield. The other doors wouldn't even respond to
my button commands.

The portrait to Bob-omb Battlefield wasn't the usual picture. It
was just a stark white canvas. I was still trying to convince
myself that these were just minor glitches, and that they wouldn't
effect the gameplay at all. Once I entered the portrait, the image
suddenly went from a blank canvas to the Lethal Lava Land painting.
You know, that slightly unsettling image of the flame with the evil
smile? Yeah, that's when I started getting really suspicious.

The mission select menu came up, and yet another weird detail
was present. Instead of "Big Bob-omb on the Summit", the mission
was called "TURN BACK". I have no idea what drove me to press A,
but I did.

The level seemed normal. Everything was how I remembered it. I
thought I could finally enjoy my favorite childhood game. But then
I saw him. Luigi. I was absolutely shocked. He was never in this
game. His model wasn't even a Mario palette swap. He looked like a
completely original model. Luigi just stood there until I tried to
approach him. He started running at unexpected speeds. I followed
suite and went through the level. Strange things happened as I
pursued him. each time I picked up a coin, the enemies and music
would get slower, and the scenery would look darker in color and
more morbid. It kept gradually getting worse until I collected a
5th coin. Then, the music just stopped. The enemies laid down on
the ground like they were dead. I was seriously freaked out, but I
kept chasing Luigi.

I went up the hill. No cannon balls rolled down trying to knock
me over. I really wasn't surprised at this point. Luigi was always
just out of my sight as I ran. Once I reached the summit, I saw yet
another object out of place. A small cottage was all that was seen
on the top of the hill. Luigi was nowhere to be found. The cottage
was certainly od looking for a Mario game. It was old, plain, and
broken down. Regardless of my fears at that moment, I had Mario
enter the cottage.

As soon as the door closed. A disturbing picture of a hanged
Luigi immediately popped up along with a very frightening scare
chord. It sounded like a violin screech accompanied by loud piano
banging. Mario fell to his knees and sobbed for roughly 5 minutes,
then the screen irised-out.

I returned to the castle. Mario just slumped out of the
painting. The image switched from the Lethal Lava Land portrait to
the image of Luigi hanging himself. The room was different this
time. It was now a small hallway. Toads with blank expressions and
white robes lined the sides of the hallway. Their was another
painting at the opposite end that just completely and utterly
scared me. It was a picture of my family It wasn't even a photo
from the time Super Mario 64 was released. It was a very, very
recent photo. I remembered posing for it last weekend.

I reached for the on/off switch on the N64. There was no way I
was going to play this anymore. However, when I flipped the switch,
the game was still on. I flipped it back and forth, but to no
avail. I tried unplugging the whole system, but it never left the
screen. I was even still able to control Mario. I couldn't just
leave it on forever… so I kept playing. I went to the photo of my
family, and jumped in. Only one mission was available, of course.
This one was called "Run, Don't Walk". I selected the mission.
'Let's-a-go'…

The level started in a flooded hallway with platforms floating
on the water. Mario landed on one of these, and the camera turned
to show what was behind. A silent black void was slowly approaching
Mario. It didn't look like anything. It didn't even look like
finished graphics. Just a giant, blocky, black blob. I started
jumping from platform to platform. With no goal in sight, I kept
running, the darkness slowly but surely gaining speed. This kept
going on for what felt like hours. I was really doubting there
would ever be an end. Mario was just going in circles. Finally, the
black blob/void/thing caught up with Mario, and enveloped him in
darkness. He didn't scream or resist at all. It just consumed
him.

Mario fell out of the painting and back into the castle. I lost
one of my 3 lives. The room was different now. Some of the Toads
were gone, and the painting looked different. My family and I were
in the same positions, but our bodies were partially decomposed. It
looked too real to be photoshopped. It looked more like someone
just took our dead bodies and posed them.

Regardless, I jumped into the painting again. Mario was in an
small room. There was still only one mission available. It was
called "I'm right here." spelled just like that. I selected the
mission and prepared for the worst. Mario landed in a small, dark
room. There no visible way out. The room was empty except for a
piano in the corner. I knew what that meant. i was stuck in there
with the Mad Piano. I approached it and it started chasing me as
always. There was no way to damage it, so I had no choice but to
let Mario take damage.

When he lost all his health, the usual death animation didn't
happen. Mario just got mauled by the piano. He fell as his blood
and guts spilled on the floor, and the camera panned to a top down
view of his corpse. A distorted version of the merry-go-round music
from Big Boo's Haunt played as the screen slowly transitioned from
the in-game shot to a photo-realistic sketch of Mario's dead body
in the same view as the shot. It was very unsettling. I was crying
softly as I gazed upon the image. I lost another life.

The photo of my family was shown again. We were even more rotten
then before. The view zoomed into the painting, like I was warping
again. I was greeted with a shot of Peach's castle from the
outside. The castle was crumbling in ruin. The fields were on fire.
The sky was pitch black. Bowser's laugh played on a loop in the
background as children mockingly chanted "You couldn't save her!".
This went on for a long time, until, a close-up of of Peach's face
accompanied by an extremely loud screech interrupted the loop
without notice. Peach's mouth was wide open as if she was
screaming, and her eyes were empty, black holes.

Suddenly, I was back in the hallway as Mario was once again
ejected out of the painting. Now all of the Toads were gone, and me
and my family looked positively repulsive. Maggots were wriggling
around in holes in our flesh. Guts were spilling out of our bodies.
My dad's eyeball was hanging loose from its socket. It was too much
to bear, but something still urged me to trudge on. I jumped into
the painting, with only one life remaining.

This time, there was no name for the mission. Just a blank space
where the title would be. I selected the mission, and Mario landed
on a very small island in the middle of the ocean. There was a
solitary sign. It only read "DIVE". I did just as it said and
entered the water.

The ocean was dark and empty. There were no fish. I wasn't even
able to see anything in the water besides Mario. I swam downwards.
I kept going for quite some time, yet Mario never ran out of
breath. I counted roughly 10 minutes of swimming until I decided to
go back up. Just as I turned Mario around, it came. A huge, and I
mean huge Unagi the Eel came out of nowhere and swallowed Mario
whole. I was dumbfounded. It went by so fast I wasn't even sure
what I saw. The Game Over screen didn't show up. All that happened
was a fade-out.

The photo of my family and I was shown again. We were plain
skeletons now. Once again, it looked very real. I couldn't move the
camera at all. It just stayed focused on the picture. I shut off
the game and turned it on again. I chose my file, but it just went
to the skeleton photo of my family. I tried this about 3 more times
before giving up. I desperately wanted to stop, but some force kept
me from walking away. I decided to select the only other saved
file. The camera once again focused on the skeleton picture, but
this time they were in a different position. As if they were a
different family.










Chapter 10
Goat Jump


Old video games tend to be a source of weird shit - PC titles
obviously, but even unlicensed cartridge games were fairly easy to
do on a lark, as I'm sure some people remember first-hand and
others have heard.

I like to collect these weird games when I can - most of them
are just shitty shit made by mongoloids, but some are funny or even
creepy. Take Goat Jump - I got it from a pawn shop owner that I
know who knows I buy old games. I don't know if Goat Jump is the
actual name, because the original label had been peeled off and a
small one affixed with just those two words.

Anyway, Goat Jump is an apparently-unlicensed NES game. Pop it
into your NES, starts right up. No credits, no start screen, no
explanation. Graphics consists of a scrolling ranch/prairie, with
the player being a really shittily-rendered, small cowboy. The
"goats" don't really look like goats, but I guess they don't look
like anything else, either. A makes you jump, while B doesn't do
anything. Pressing start will pause the game - the screen is filled
mostly with the word "STOP" in white block letters - pressing
select will make your character stop moving and a loud buzzing
sound will play (what the fuck). Music is low-quality
pseudo-western beeps. Walking into a goat causes the same buzz to
emit as if you'd pressed select, and the screen switches to black
with the word "LOSE" filling the screen. Game has to be manually
reset from there.

Gameplay consists of you jumping over goats. Your apparent
reward for this is 1 point per goat, with scroll speed and goat
number slowly increasing. Around the 15 minute mark (what can I
say, I'm tenacious), things start getting strange. The music is
occasionally interrupted with loud beeps or scratching tones out of
sync with the music. The goat sprites begin to get varied, with
color errors and such; some are really just incoherent masses of
colored pixels. Your cowboy sprite kinda flips back and forth, so
it looks like he's moonwalking. This gets steadily more severe, and
the terrain is eventually effected, too. Gray sky, brown trees, and
red pixels which I assume are supposed to be blood. By this point
the music is incoherent screeching and beeping with no tune, your
sprite is gliding along on his back, and the goat sprites are
half-sunk into the terrain. You come to the end of your journey
around the half-hour mark, where you enter your first and only
building rendered shittily in gray brick. From there, your sprite
glides into some sort of threshing machine or something and a
shitty "scream" plays; you get 100,000 points. A black screen with
"YOU ONE" [sic] pops up, with a really fucked-up goat sprite
dancing below the words.

Again, the game has to be manually reset. Graphical and sound
glitches appear earlier or randomly in subsequent playthroughs.
Goats are replaced with your cowboy sprite laying on its back with
"blood" on it and occasionally missing pieces. Randomly, your
cowboy is replaced with a goat and, bafflingly, a large boot.

Like I said, weird. I've never found any information on Goat
Jump anywhere. I assume it was a joke or a personal project or
something. What the fuck.










Chapter 11
Banjo-Kazooie


I remember when I was younger; I was about eight or nine, you
know. The innocent life. Not a care in the world, so I spent a good
amount of my childhood playing video games. Yes video games; it's
nothing to be ashamed about. I made friends with other kids who
played it, too.



I knew a kid back then who went by the name of Tony. He told me a
story about some strange thing that happened to him while playing
Banjo-Kazooie. He gave me specific instructions of what to do and
what would happen. He spoke of Mad Monster Mansion and the portrait
of Gruntilda that was in there. He spoke, saying if I crashed into
the portrait using the fly-pad it would summon up a monster. As a
frightened little child, I believed him, till one day I summoned up
the courage to try what he told me years ago.



Nothing happened. It was just a little lie he told me, a little
story he believed. So I did it again and again countless times,
knowing that it was all fake with nothing to worry about. I found
it amusing - I'm not sure why - so I would crash into it over and
over again going to that same place where the monster would show
up. It never did; that lone pipe outside the mansion you could fit
into as a pumpkin was always empty. There was never anything more
or anything less.



Of course, not everything is predictable; not everything follows
the same routine. I tried it again one day not too long ago. About
a week or two, well let’s just say things took a turn for the
worst. You hear these stories and don't think anything of them;
"Oh, they are just stories. It doesn't matter. It'll be alright,"
they say. Of course, this time I did it I almost broke a tear from
how terrified I was.



I went into the room where Napper was, empty and quiet with nothing
but a huge table and some chairs. I climbed on top of the table got
aboard the fly pad. I mashed the B button facing Gruntilda’s
portrait. The bear and bird duo flew into the portrait with a big
crash as expected, but this time a different noise I heard was
there. It sounded like someone had broken a bone or something,
almost as if there was literal pain. I didn't think anything of it,
so I left the room as normal.



Heading towards Mumbo’s skull, I came across that pipe with the
Jiggy inside, but the oddest thing happened. Banjo seemed to have
fallen underneath the level. I thought I had glitched the game or
something - something new & exciting that I hadn't seen before.
That was till I realized his legs were crawling through that small
hole where the pipe was; he was clawing at the ground not making a
noise - not even music - and he just flailed his arms wildly as he
slowly got dragged inside. Frightened, I dropped my controller and
backed away from the TV.



Next thing I know, it shows the inside of the pipe; Banjo looked
fine. He was just standing in the middle of that pipe, looking
around. The music, although back, was a little distorted as if
played in reverse… but it couldn't be more than a freaky glitch,
right? I slowly reached for my controller when I saw a giant dark
hand fall slowly from the ceiling. I screamed and Banjo followed
suit. It dragged him up to the ceiling, almost like the Wallmasters
from Ocarina of Time.



The sounds of bones cracking was heard. Banjo screamed in a voice
as if his throat was filled with blood and unspeakable true pain.
The music slowed itself and turnd to static. The hand pulled him up
slowly and painfully. As it got closer to the screen, I could just
see the hand gripped around his neck nearly tearing Banjo in two;
it was as if his head would pop off at any moment. I couldn't
believe what I was seeing. Banjo flailed around as the hand dragged
him up to the darkness by Banjo's face till eventually the screen
went completely dark.



Next thing I know, the game over transition occurred, but the black
background with the witch's face was read. Surely this couldn't be
real. I had to be dreaming, but somehow I knew I wasn't. I was
frozen in my place with beads of sweat falling down my face. Then
it happened to start the game over cut scene. Tooty, Grunty, and
Klungo were all together, except it was definitely different.



Tooty was strapped into a chair with Klungo standing at her side.
Grunty was slowly cutting into Tootys arm, dissecting her like
fresh piece of meat. The screams from Tooty were to painful to hear
while her head shook violently in agony. Grunty held up the knife
and continued to pierce through her arm. After it was cut off she
threw it to Klungo and he started to gnaw on it. Gruntilda's eyes
were filled with madness - wait, no, madness isn't the word for
this. This was a true pleasure from causing pain. A fantasy
fufilled. She enjoyed herself with a wicked and sadistic
grin.



With the knife she carved into Tooty's stomach, letting the blood
flow out and the organs drop to the ground, splatting in a way too
realistic for a game to recreate. No way could this be real; I kept
telling myself it wasn't, but it was and I knew it. I just couldn't
accept it. Grunty held the knife up to her mouth and licked fresh
blood off of it. Satisfied but still eager for more, she violently
stabbed Tooty in the eye then threw the eye across the room. She
leaned into Tooty, smiling and chanting quietly as she slowly slit
the blade across Tooty's neck; the knife began to slowly drip with
the blood of her victim.



It faded out to a soundless black screen; the TV was definitely on,
but there was nothing on the screen. I stood in place, still too
scared to move. I still cannot believe what I had witnessed. After
a couple days, I decided to try it again. Surely, no one could sell
something like that to the public, right? I went through and
crashed into the picture; I was nervous but I slowly walked up to
the pipe.



There was nothing. I stood, waiting, but it didn't happen.
Everything played as normal. I tried multiple times but it wouldn't
work. Why would it work that one time but not any other? What came
over my game and made it insane? I wish I could've moved, gotten a
picture or a video. Anything I could've gotten as a shred of proof.
I'm not asking you to believe me; I just want to share my tale with
whoever it may interest.



I'll keep trying it, this time prepared and maybe, just maybe, I
can get a single photo of what happened that night.










Chapter 12
Animal Crossing II


Did you play Animal Crossing as a child?



If one game defined my childhood, it was Animal Crossing. It was
like having an alternate, idyllic life. When most people play that
game they only play for 15 minutes at a time, unless they have
something important to do, like complete a festival or do some
heavy-duty remodeling. I always played that game for hours and
hours at a time: I had a insanely lucrative fruit growing operation
that kept me busy as ****.



My town’s name was Town (I was such an original little 10 year old)
and the native fruit was Apples. The entire lower section of my
map, from the sea to the police station and up near the rock
cliffs, were all Oranges, pears… and money trees. I even got the
game with the special memory card. I loved Animal Crossing, but
games just slip away sometimes like real-life friends, and I guess
that’s what happened in this case.



Animal Crossing and the Gamecube just became background dust, and
when we got the Wii, the Gamecube disappeared completely. I only
got 12 dollars for it when I traded it in, and that made me a
little bitter. Animal Crossing wasn’t worth much at all, like 6
dollars, and I wish I’d never traded it, for both sentimental
reasons, and for my sanity’s sake. But, now the 360 has taken the
Wii’s place, and it’s the Wii’s turn to take up dust along side the
lost Gameboy Colors and the obscure gameboy advance.



Today I decided to dust off the Wii and play a little Starfox
Adventures. I normally keep that game in a large box filled with
games, wires, controllers and memory cards, but I couldn’t find it
today. I must have looked for at least 15 minutes, digging around
through Tony Hawks and Grand Theft Autos and Pokemon- I was about
to give up and just play the 360 when I dug up something from the
very bottom. It was an unmarked game-case that I’d never seen it
before, but upon opening it up…



I saw Animal Crossing, and in the little slot where you can store
your memory card was the original grey one that contained the free
NES game. I figured it must have been my sisters town, or a copy
that a friend had left at my house, so I shrugged and put it in,
mostly for old times sake.



You can notice when certain things are off pretty quickly, even
more so when you grew up with the thing in question. The
discrepancies are amplified, and right from the get go, I knew the
theme music was off. I didn’t know what- but something was off. In
the very beginning during the title screen, the music starts off
with the steady drum beat, and then the piano comes in.



There was no drum beat, it just cut to the piano, and in a few
seconds, the drumbeat came in… but it was off. Just by a little
bit, enough to make me notice and cringe, almost like someone had
taken the drums and tweaked the rhythm by a hair and took piano
part and changed the pitch. The bright yellow, happy logo letters
came were normal, but the white letters underneath, with the
copyright and the 2001, 2002 Nintendo was missing altogether,
instead, there was this weird symbol that looked like a sideways
8.



At this point, I thought the game was just a little weird- the
graphics looked fine, and everything else was normal, so I pressed
the start button.



Normally there’s this whole loading scene when you talk to one of
the animals in your town and select your character. This was there,
but it was weird: it wasn’t a character I recognized., He was a dog
with the same head-shape as K.K Slider, but he was completely black
and had glowing, yellow eyes. The character had no name at all in
that little green bubble, but I placed him. He was an altered
version of Lucky, that freaky ass dog wearing the bandages in both
Wild World and the Gamecube version.



Another thing was wrong: the language. Instead of being cute
gibberish, it was deeper and more pronounced, so it didn’t sound
like gibberish: it sounded like some kind of legitimate, foreign
language, and just something about the tone made it seem like it
was more sinister and intense then I ever remember any aspect of
that game being. The dialogue was pretty normal, but when you start
a new town or play on a new memory card, K.K Slider is supposed to
introduce you.



Obviously, that wasn’t the case, and the weird Lucky went through
K.K’s normal speal, till the very end. He said that life on your
own was lonely, but with friends, it could be even funner,
especially when you’re friends with someone… FOREVER. I don’t know
if you’ve ever reset your game before, but when Resetti, that
****ing mole, gets pissed at you for reseting, the font is huge.
Forever was just as big as Resetti at his angriest.



I mentally put two and two together: the symbol in the green name
bubble was the infinity symbol. I was a bit unsettled, to tell you
the truth, but before I could freak out or anything, it cut to the
train scene.



I’m not going to say that I wasn’t freaked as ****, but I WAS
LIVING in a creepy pasta! I mean, come on, this kind of thing
happens once in a lifetime! I thought, “what harm can a game do?
It’s Animal Crossing.” I know in hindsight that I was being
extremely ****ing retarded. The train scene started alright. Rover
came out normally, went through his thing: he asked me the date, I
confirmed it, he called me a big help, laughed at his own joke, and
then did the rest of his speech exactly how I remembered. It seemed
normal, and it got me feeling better about this situation.



Until I noticed that old Boar lady, Joan, I think who sells the
turnips on Saturday morning.



If you were attentive when you played Animal Crossing on the
Gamecube, you’d notice that she sits behind you on the train,
snoozing, and randomly waking up and looking around… well, first of
all, Joan had noticeable bags under her eyes, and they looked much
more sunken in, like she had take up meth or something. Every time
she opened her eyes… they were ****ing bleeding. The blood, and her
pupils, here hyper-realistic: it looked like someone had videotaped
someone with bloody eyes and pasted it onto her sprite. I ****ing
screamed and nearly dropped the controller: the game
continued.



Rover asked my name. I didn’t type a response, but… something told
him my name was Lucky. The little gamecube-controller keyboard
thing on the screen was moving by itself, and the noise it made
moving from letter to letter was a high pitched squeal, like a
****ing pig. Normally, he’ll laugh at your name… but he was silent.
He just stared. He then asked me (or whatever the **** was playing
at that point) if I liked my name. The cursor moved to “Isn’t it
cool?”



There was no text at this point. Rover just stared. I couldn’t
move: the background music, which had been normal up to this point,
started humming and screeching and overpowering everything else. I
was transfixed: I couldn’t look away as Rover blinked. When his
eyes opened again, they were just like Joan’s, except closer up,
and you could see the blood running down his face and into his
mouth. The music got to a point when I had to cover my ears before
it stopped.



Everything ****ing stopped. There was no noise: not the music, not
the train whistles. Nothing. Rover started to bleed more in the
silence, blinking and just staring. Blood started to pool on his
lap, and trickled down to the floor. You could hear it hit the
ground, even over the music. Plic. Plic. Plic.



Then the screaming started. I’ve never heard anything like it:
long, hideously drawn out screams that filled my head and butchered
every though inside. Rover started to melt away in front of me: his
mouth just kind of bled into his face, his ears bled into his head,
and his eyes bled through everything and coated everything in blood
as the screaming grew louder and infinity symbols, of extremely low
resolution, flashed in random places all over the screen, and then,
as quickly as it started, the horror stopped. It was black.
Everything was gone.



I forced myself up off the ground, and I think I might have
vomited. It took all I had to fling myself at the wii and shut that
thing off. I must have laid there for 15 minutes.



Before I shut the damn thing off, I saw something. It had eyes, and
the eyes were waiting for me at the end of my bed last night. I
woke up to him, just huddled there. I can see him now out of the
corner of my eye. He’s waiting for me to do this.



This is my suicide note.



Goodbye.










Chapter 13
Super Mario Sunshine


Me and my friend were thinking of some of the games we used to
play as kids, usually the fun adventure types on Gamecube and
PlayStation 2. We talked about many games, in fact, one made us
nostalgia so hard we had to go on for the hunt for it. The game was
Super Mario Sunshine. Not as classic as the ones before that one,
but it just brought back so many memories for my friend and I. We
went to our local game shops hoping to find a copy. Most of them we
found to be sold out. So we got very desperate not only looking in
game stores but also yard sales, music stores, Walmart, etc. etc.
Luckily, a young man about the age of me and my friend had a copy
he let us have.

We made our minds up to keep it at my house and my bud came over
and have me and him play it most of the day. I noticed on the cover
Mario had a blank expression not like the original. He wasn't
grinning, and his mustache looked somewhat like it was about to
fall off. I asked him about it and he had a questioned look like
"What are you talking about?" I also noticed there was no Nintendo
license on the back or front. I just ignored the spooky details and
payed him the cash, and drove me and my friend home to sit back and
play our game.

When we got there my friend (Paul. I'll just call him by his
name now) had to go use the bathroom. As my impatience built up to
pop the disk in it felt like ages before he left the bathroom. I
didn't want to start without him knowing; we enjoyed this game
together as kids. But my senses got to me and I just pushed the
goddamn start button and prepared for the best… or at least I
thought was the best.

I noticed the "Nintendo presents" did not come up with the text
reading "Super Mario Sunshine" in very bold text. I was thinking I
got jipped and this was some bootleg seeing their was no "Nintendo
presents" or license anywhere to be found. The casual selecting
your file screen came up and I noticed the sky was morbid and
almost demonic looking. The music was playing very slow as if the
soundtrack was slowed down. All the environment noises were the
same though so I really don't know what the issue was. The way you
were suppose to select a file was hit a block like in the classic
Super Mario Bros. for NES when Mario hits a block for a coin or a
mushroom. There was only one block and that was it. Their was
suppose to be 3 if I recall. At this point Paul walked out of the
bathroom and the expression on his face was indescribable. I saw
his pupils reach pure dark nothing.

He sat down and said, "What in the hell did you do?" I explained
to him all I did was turn it on and waited for him and this is
basically it. He said, "Well, it must be some glitch." I agreed and
selected my file. There was no cutscene of Mario, the princess, and
the toads (mushroom guys) on the plane going to Delfino Island. We
were both questioned to this situation and wondered what in the
fuck was going on at this point. It started Mario without FLUDD
(Mario's water squirting device). It was just Mario in some demonic
looking land. There were buildings about. You couldn't walk in
them, it would just give you damage if you approach the door. As I
kept going and to this point I kept asking myself why am I doing
this. I arrived the start of what appeared to be the ocean except
the water had a gruesome red blood like color. It looked beyond the
Gamecube graphics could go.

I mean it had complex texturing. I wasn't even sure what was
going on. I did what I was curious to do and swam to the ocean's
floor to see what was causing the blood ocean shit. I saw a Pianta
at the bottom laying flat on its belly. I assumed it was dead, but
as I swam down to it, there was this awful loud screching noise
(almost loud enough to break my fucking windows and damage our ears
for life). I rushed for the remote rapidly turning the volume
button down. The screaming and groaning stopped but the terrifying
ambience kept going. I swam back up to the ocean noticing I was
somewhere else. It was a little island. I heard the sound of Pianta
children screaming.

I heard cries for help and on the shore was torn open corpses of
the Noki children. I was outraged with what I was playing. I wanted
to turn it off but I couldn't. I had to go in this island. I went
up to it and on every tree there was a Pianta man or woman hanging
from a tree. They were all dead. And the ambience on my TV got
louder and more intense. The TV volume was only at 17 and this was
insanely loud. If it was at 100 everything in my house would
probably die. It got louder every step I took. I asked my friend
what he thought. He said he was feeling sick to his stomach almost
about to vomit on himself. I scooted a little away from him with
wide eyes not looking away from my television. There was 1 frame
per second flashes of dead rotten bodies. I couldn't tell if these
were Americans. It looked urban. and somewhat far from what I could
tell real. every picture that came up I hit pause and observed it
for quite some time. My friend couldn't handle the 4th picture and
he threw up.

All of the photos were insanely vivid and clear, like the camera
was a full HD camera. Like they did this for a laugh. Murdering
kids and women. It was sickening. I was walking in the island more
and more and found myself teleported to Delfino Plaza. It looked
normal. Everything was right for that first minute. I talked to the
fellow citizens. They responded with the answers I remembered they
responded with the first time I played it. I was happy until I saw
a face carved into the wall.

The face was on the statue in the middle of Delfino Plaza. It
looked saddened, like it got the news of everything it's ever known
has been killed. I approached it and got sucked into it. It made a
horrifying white noise. It got so terrifying I tried shutting the
game off. Faces started flashing on the black screen. They were
worse than they were on the island, except these faces looked
familiar. They were pictures of WWII and pictures of Hitler and his
army behind him. They're was pictures of Jesus, except blood was
pouring down from his eyes and down his face. The last frames Jesus
looked at the camera and at you. There was more of these pictures.
Pictures of old serial killer incidents, like with Dahmer and
Manson. There were pictures of him sitting in his cell, sulking and
hitting the walls.

There were pictures of the Pentagon. There was pictures of some
abominations in some huge tube with scientists in the background
holding clipboards. I was so fucking scared on the last picture it
was a picture of Paul smiling and the text under him was black and
the picture faded off of him rotting. His flesh becoming weak to
the air.

I looked at Paul and I saw nothing but tears come from his eyes.
He went to the bathroom to throw up repeatedly. I called my other
friend Jason to come over and look at this. It was on pause of
Paul's rotten face. Skin was hanging off of it and his eyes looked
like they were about to explode. When Jason got there he freaked
out also (knowing he never played this game he knew Mario never had
graphic violence) Paul questioned, "Why the fuck am I in this? What
the fuck is going on?" He went to go lay down. I unpaused it and it
finished with the graphic picture of his face falling to bits.
After it was done, it went to a short cutscene of Mario laying on
just a single bed. Everything else was nothing it was just black,
like space without stars. Mario got up, looked at the camera and
cried, whimpering over and over. It zoomed into a picture of
Princess Peach laying in a blood filled bathtub with her throat
completely unattached from her torso. She kept twitching like she
wasn't fully dead yet. Mario's crying got louder and it all ended
with Mario saying "GoooodByye" and the game immediately shut off.
Our eyes were in bloodshot. Our hearts were beating fast. I was so
scared I had nightmares for days thinking of poor Princess Peach
helpless to getting out of that situation, and Mario's sulks were
imprinted into my head forever. Never will I buy a copy from a
unlicensed brand ever again. Although the Nintendo Incorporated
text was at the bottom right of the screen and it flashed really
fast as the pictures were moving on.










Chapter 14
Call of Duty Modern Warfare 2 Lost Level


Five months ago, I bought my first XBOX 360 with a copy of
Modern Warfare 2, I didn't stop playing until I reached the 100% of
the game completion.Then, my game changed it forever. One day I
logged in my XBOX 360 account to play the game. To my surprise, the
game haven't changed a bit, it changed so fucking much! I found
more missions in Special Ops and Campaign. Then a friend told me a
history from a haunted COD MW2 copy, to open the curse, you must
complete this requirements:


	You must complete "O Cristo Redentor" and "Bomb Squad" in
Veteran, in under 10 minutes.

	You must complete Takedown and The Hornet's Nest missions in
Veteran.

	You must have the 100% game complete. With the 69 stars in
Special Ops plus Level 70 in Multiplayer.

	Go to the Museum, kill all the characters in their pedestals,
then go to the vehicles showroom and go to the Pave Low in the
Favela, you will be shrinked and the doors in the Stage model will
be unlocked. Now you will be teleported to the Favela pedestals
where are Soap, Ghost the militia and the task force, wait for 10
seconds and your character will put away the weapons and you will
be teleported to the lost level.





In this part, everything goes weird. The game restarts, static
sounds when Infinity Ward logo appear, and a high-pitched shriek
sounds when you click over something. Now, the Special Ops and
Multiplayer modes are disabled. I selected the campaign mode and
this was really weird. There was No sound, No music, no matter what
I did. Resume Game and New Game modes are disabled. I checked the
STATS, it have 100& Game Completion, but when I went to Act
Selection menu, the three acts and the museum didn't appear.
Suddenly, I heard an horrible sound (it sounded like a freight
train) for 5 seconds, then the level begun. Then, the mission
received me like this:

???????????

???????????????

??:?? Hours

Pvt. ????????????????????????

Seeing this I thought that is about a beta level. The level
begins as in the Wolverines! mission you're in the jeep, but no one
is driving, no one is seated with you, the sky is dark and is
raining purple particles. And then I heard horrible people
screaming for 4 minutes, then I was teleported to another
place.

It was one part of the Second Sun mission where you're in the
space. The stage contained just an empty black background and then
a moon with an evil face in it zoomed to my character, killing him.
Then I was teleported to another place. I waked up in the Endgame
mission, I was exploring the area, but no actors were here. I
couldn't find any Shadow Company members or Soap here. I watched
the fight between Shepherd and Cpt. Price and I tried to help
Price, but he (Price) used the knife to cut the Shepherd's head off
and it fly to my character, knocking him down and causing him a
convulsion. Then screen begun to look crazy in impossible
directions. There was hyper-realistic blood on the screen, and
suddenly, an ear-piercing shriek was emitted from the TV, and
extremely disturbing photos showed in the screen. I was horrorized
with the photos, even I paused the game the photos still
slideshowing themselves. When that ended, the game teleported me to
another area. It was the beggining of the Cliffhanger mission. This
was the fuck of weird I have ever seen in a game: Soap wasn't there
and the sky begun to take rainbow colors to get a black color. I
switched to the ice picks and then the ice destroyed itself, then I
fell, fell, fell for 1 minute. My character (I thought it was
Roach) didn't screamed when fell, but a demonic laugh was heard in
a low volume in the background. Then a horrible piano piece sound
as I die from the fall then I watched the blood on the screen and
the quote as I died "????????????????????? —????" showed in my
screen. Then, the screen went black for 3 seconds to show real
images of murders that never were unsolved. One of them was the
murder of Raymond Washington, the leader of the Crips. He was
laying down with the open torso due to shotgun caliber bullets, a
pool of blood surrounded him. Then, horrific screaming,
lamentations, and laughing can be heard on the background as begins
the photo slideshow. When this ends, the game returns to
normal.










Chapter 15
Hotel Mario - The 13th Hotel


I thought it was going to be a normal day… I was just dumping
the Hotel Mario's source for future uses, but I never expected… I'd
find that…

One of the files dumped was a level, the 13th Hotel, which had
an unique cutscene. I was so excited to test it, I used my emulator
to play it the quickest as possible. The opening cutscene begun: It
was the original intro, but Mario was alone. There was a really
creepy music in the background. The next scene was the place where
Bowser was suposed to stay, but he was not there. Instead, his
right hand was still over the rock, but bleeding. In his place,
there was what looked like a huge stack of metal, bleeding. I was
utterly scared at that point. The next scene was the place where
Mario and Luigi walks talking about the picnic, but noe one was
there, not even Mario. That huge red mushroom which was suposed to
be there was broken, and there was blood. The skies were gray all
the time. Mario reached the front door of the kingdom. The board
was blank, with huge marks of claws and blood. Mario didn't say
nothing, just picked up the letter. The next scene was really
unsettling. It was Mario in close up, reading the letter. His eyes
were completely black, and the skies changed. Mario was talking in
a kind of demonic enchant. In the next scene, I was shocked. He
looked to Luigi, who was dead in a iron stack, and said some
glitched noises. Mario kept looking at Luigi with an amused glare
at the eyes for around 8 seconds. The next scene was the
"Condemned" board. But instead, it was written "YOU ARE Condemned",
there were claws marks and lots of blood around the bricks and over
the soil. Mario comes up, faceless, with white and black clothes,
holding his bread box, which was blank. The background was some
sort of red board of demons. Two messages blinked in a frame in the
bread box: "13th Hotel" and "HELP ME". The next scene was the
princess waving over the pipe, she kept doing that, with the scene
blinking sometimes. Then, suddenly, she disappeared, and there was
blood over that pipe. Mario came up, with a messed up red color
with a hellish style, with static in the BG, saying more demonic
talking, in whispers. Then, Ludwig's ruined castle appeared. The
scene was looking abandoned, with mist around the place. Mario
appeared again, pointing up, like in the final frame of the Intro,
but his eyes were black, the BG was different and it was glitching
up. For a short moment, he had red pupils facing me. Next scene:
Mario walked like in the Toast cutscene, it was completely black,
all what was there was the dead Luigi. Mario stayed like that for a
few seconds, and then, a closeup. His right eye was popped and
hanging out of the place, and he was stabbed on the belly. A
demonic voice said "MARIO IS DONE FOR", and static came up. My game
froze.










Chapter 16
Pokemon Black


I’m what you could call a collector of bootleg Pokémon games.
Pokémon Diamond & Jade, Chaos Black, etc. It’s amazing the
frequency with which you can find them at pawnshops, Goodwill, flea
markets, and such.

They’re generally fun; even if they are unplayable (which they
often are), the mistranslations and poor quality make them
unintentionally humorous.

I’ve been able to find most of the ones that I’ve played online,
but there’s one that I haven’t seen any mention of. I bought it at
a flea market about five years ago. Here’s a picture of the
cartridge, in case anyone recognizes it. Unfortunately, when I
moved two years ago, I lost the game, so I can’t provide you with
screencaps. Sorry.

The game started with the familiar Nidorino and Gengar intro of Red
and Blue version. However, the “press start” screen had been
altered. Red was there, but the Pokémon did not cycle through. It
also said “Black Version” under the Pokémon logo.

Upon selecting “New Game”, the game started the Professor Oak
speech, and it quickly became evident that the game was essentially
Pokémon Red Version.

After selecting your starter, if you looked at your Pokémon, you
had in addition to Bulbasaur, Charmander, or Squirtle another
Pokémon — “GHOST”.

The Pokémon was level 1. It had the sprite of the Ghosts that are
encountered in Lavender Tower before obtaining the Sliph Scope. It
had one attack — “Curse”. I know that there is a real move named
Curse, but the attack did not exist in Generation 1, so it appears
it was hacked in.

Defending Pokémon were unable to attack Ghost — it would only say
they were too scared to move. When the move “Curse” was used in
battle, the screen would cut to black. The cry of the defending
Pokémon would be heard, but it was distorted, played at a much
lower pitch than normal. The battle screen would then reappear, and
the defending Pokémon would be gone. If used in a battle against a
trainer, when the Pokéballs representing their Pokemon would appear
in the corner, they would have one fewer Pokéball.

The implication was that the Pokémon died.

What’s even stranger is that after defeating a trainer and seeing
“Red received $200 for winning!”, the battle commands would appear
again. If you selected “Run”, the battle would end as it normally
does. You could also select Curse. If you did, upon returning to
the overworld, the trainer’s sprite would be gone. After leaving
and reentering the area, the spot [where] the trainer had been
would be replaced with a tombstone like the ones at Lavender
Tower.

The move “Curse” was not usable in all instances. It would fail
against Ghost Pokémon. It would also fail if it was used against
trainers that you would have to face again, such as your Rival or
Giovanni. It was usable in your final battle against them,
however.

I figured this was the gimmick of the game, allowing you to use the
previously uncapturable Ghosts. And because Curse made the game so
easy, I essentially used it throughout the whole adventure.

The game changed quite a bit after defeating the Elite Four. After
viewing the Hall of Fame, which consisted of Ghost and a couple of
very under leveled Pokémon, the screen cut to black. A box appeared
with the words “Many years later…” It then cut to Lavender Tower.
An old man was standing, looking at tombstones. You then realized
this man was your character.

The man moved at only half of your normal walking speed. You no
longer had any Pokémon with you, not even Ghost, who up to this
point had been impossible to remove from your party through
depositing in the PC. The overworld was entirely empty — there were
no people at all. There were still the tombstones of the trainers
that you used Curse on, however. You could go pretty much anywhere
in the overworld at this point, though your movement was limited by
the fact that you had no Pokémon to use HMs. And regardless of
where you went, the music of Lavender Town continued on an infinite
loop. After wandering for a while, I found that if you go through
Diglett’s Cave, one of the cuttable bushes that normally blocks the
path on the other side is no longer there, allowing you to advance
and return to Pallet Town.

Upon entering your house and going to the exact tile where you
start the game, the screen would cut to black.

Then a sprite of a Caterpie appeared. It was the replaced by a
Weedle, and then a Pidgey. I soon realized, as the Pokémon
progressed from Rattata to Blastoise, that these were all of the
Pokémon that I had used Curse on.

After the end of my Rival’s team, a Youngster appeared, and then a
Bug Catcher. These were the trainers I had Cursed.

Throughout the sequence, the Lavender Town music was playing, but
it was slowly decreasing in pitch. By the time your Rival appeared
on screen, it was little more than a demonic rumble.

Another cut to black. A few moments later, the battle screen
suddenly appeared — your trainer sprite was now that of an old man,
the same one as the one who teaches you how to catch Pokémon in
Viridian City.

Ghost appeared on the other side, along with the words “GHOST wants
to fight!”.

You couldn’t use items, and you had no Pokémon. If you tried to
run, you couldn’t escape. The only option was “FIGHT”.

Using fight would immediately cause you to use Struggle, which
didn’t affect Ghost but did chip off a bit of your own HP. When it
was Ghost’s turn to attack, it would simply say “…” Eventually,
when your HP reached a critical point, Ghost would finally use
Curse.

The screen cut to black a final time.

Regardless of the buttons you pressed, you were permanently stuck
in this black screen. At this point, the only thing you could do
was turn the Game Boy off. When you played again, “NEW GAME” was
the only option — the game had erased the file.

I played through this hacked game many, many times, and every time
the game ended with this sequence. Several times I didn’t use Ghost
at all, though he was impossible to remove from the party. In these
cases, it did not show any Pokémon or trainers and simply cut to
the climactic “battle with Ghost.

I’m not sure what the motives were behind the creator of this hack.
It wasn’t widely distributed, so it was presumably not for monetary
gain. It was very well done for a bootleg.

It seems he was trying to convey a message; though it seems I am
the sole receiver of this message. I’m not entirely sure what it
was — the inevitability of death? The pointlessness of it? Perhaps
he was simply trying to morbidly inject death and darkness into a
children’s game. Regardless, this children’s game has made me
think, and it has made me cry.










Chapter 17
Yu-Gi-Oh 5D's Wheelie Breakers


I still remember that day, around a year ago, the day that I had
gone onto eBay. Around that time a game that came out into Japan,
and it wasn’t making it to America, so what I needed was a Japanese
system. I’m terrible at modding things so I don’t even try.

Going to the best site, that I can come up with, eBay, I went
online to find a good priced Japanese Wii. As I went through the
auctions everything seemed to be a bit too pricey to me, until I
came across one that came across my eyes one that peeked my
interest.

What I came across was a little more expensive (an estimate of ¾
more if I recall) more then the cheapest that I came across. With
the Wii it came with two Wii-motes, a nun chuck, a classic
controller and the best part it came with 20+ games, most I
couldn‘t make out as they were strewn about. Now like anyone else I
was suspicious as I checked out his profile looking through his
past auctions, it even said he had a 100% positive feed back.

Thinking back now I shouldn’t of done it, but I remember leaning
back in my chair thinking it over. “It sounds a little fishy” I
said to my self, but in the end curiosity won over me. Going over
to my “Fun”- funds, seeing if I had enough to waste. Seeing that I
did I went back to my computer and went to auction, odd that I’m
the only betting considering the time was almost up.

Upon winning the auction, I preceded to the fill out, and after
that all that was left was to play the waiting game, I always lost
that damn game. A couple of days had gone by, as I went to my email
to clean out spam, I had notice an email from my auctioneer, which
is odd as I don’t usually get that from many people. I opened it
up, and began to read:



To XXXXXX

Thank you for buying my product, I have been wanting to get rid
of it for a long time. I’ve been putting it up quite a few times,
but no one wanted it, thanks once again.

From XXXXXX



As I read that, I thought it was weird, I kept asking my self why
would anyone pass up such a great deal when someone has such a
great background. Then it passed as I thought “well their
lost.”

Almost a week had gone by, the UPS truck was pulling up my drive
way and I came out and retrieved my package.

Upon opening the large box, it seemed very weird, in the box
were two smaller boxes more then likely one for the Wii, the other
for the games, its not that it was weird I just didn’t expect it.
Opening one of the inner boxes I found the system it self, taking a
quick look over it seemed to be in near perfect condition with a
couple of smudges and a scratch, nothing that I couldn’t fix.
Opening the second box, what I saw was what really took my breath
away in shock.

In the box were the 20+ games that was promised, the weird part
was more then half of them they were still in the original
packaging plastic. Picking up a couple of games I carefully looked
them over, as I thought they were brand new games still in their
seal.

Looking at the pile of games that were in the small box, I had a
real bad feeling for some reason. Looking over the games I saw a
couple that I already had, I even saw some that I had been wanting
that I just didn’t get it yet. Going down the list, one used game
caught my attention, “Yu-Gi-Oh! 5D’s Wheelie Breakers”, I easily
recognized it as that I already had an English version. For some
reason I was looking over it a few time, why I don’t know, I
figured it was that Lightning Bolt that appeared over the stadium
it just always catch my eye.

Worried of some kind of mistake, I had try to email my
auctioneer.



To XXXXXX

Hey, XXXXXX, if you remember a week ago I had ordered something
off of you from eBay. Now I’m not disappointed with my purchase,
but there seems to be a mistake I had order used games from you,
but I think you may of sent me some new games. It just feels odd
that is.

From XXXXX



A week went by, after sending many messages and receiving no
replies I had given up.

So taking out the games I began playing. A few weeks had gone
by, playing numerous hours on the Wii, getting bored I got up to
switch out games. While going through the box to look for another
game, that game once again caught my attention. Picking up Wheelie
Breakers, even though I completed the English version, I finally
decided to play it.

Looking over the game it self, the disc was probably the best
condition of all the used games, I knew people didn’t like the game
but come on. Booting up the game I came across the “press a button”
menu, at this time it was strange. Out of all the used games this
was the only one that had not an already saved game on the system.
So starting a new game, I used my name from my English version,
Breaker.

Playing the game, it was how it was when you usually play this
game. Completing both sides of story mode, I worked my way up
through the cups of the tournaments. As I unlocked all the cards in
the shop, I began to buying them, in order to make any deck. After
collecting 3 of every card, I noticed that it seemed that when you
buy a certain number of a card the card then becomes “SOLD OUT,” so
I decided that I probably should try to do that.

Officially completing the game, this took me about a couple of
months to do that (maxing out DP as well). Because I was finished
with it, I wanted to do something big that I’ve never done before.
I came up with an idea beat both paths of Story mode, and complete
all 4 cups, all within one setting to finally beat the game.

Upon completing the credits of the Fortune Cup, something came
up that I didn’t expect. A message came up, like those that would
pop up for when cards would unlock in the shop. I couldn’t read
Japanese but I recognized one symbol, it read “4,” I found that
weird, but a pressed a in order to continue, everything faded to
black as usual.

As I was getting up to turn the game off, the screen faded back
to normal. Instead of it being the main menu, my character was at
the starting line of a race. As this had never happened before I
had sat down, and waited for the starting countdown. A few seconds
had gone by and nothing, I took the controller and saw that I could
move and it did.

So on Boron I began riding off, passing the starting line I
noticed something immediately, my screen was nearly blank. I looked
over the screen and the icon which showed my life points wasn’t
there, the icon that showed my deck was also missing along with my
hand, the only thing that was there was the map and the lap number
but instead all it showed was “1/” no indication of the number of
laps needed.

Going through the track, I noticed right away that the track I
was on was the one where you duel Rua in story mode. Aside from
moving the bike, I couldn’t do anything else that you would
normally do, even when going over the AP or DP icons nothing would
happen. Looking over at my map I noticed that there was the only
the red dot that represented my character, the track was eerily
quiet.

Starting the next lap, I could of sworn that I heard something,
of course there was no battling so it may have been part of the
game. Going through the empty race track once more, I came across
something else that was strange. Stopping so that I could “Check it
out” I could see Satellite across the water, it was different, the
smog/fog that use to cover the city was gone and it looked
different then I remembered from other times that I passed by.

Continuing through I reached the start of the “3rd” lap, that
time I could of sworn I heard something, but I wasn’t so sure.
There wasn’t anything that I noticed this time around, except for
that is was just as emptied as I passed by earlier. It was about
half way through this track when something different happened.

According to the map, all the way back at the starting line a
blue dot appeared moving down the track. The speed of the dot it
self was moving faster then any other of the characters would,
especially Jack, it was closing in to my very own dot, closing the
gap in between us.

Coming up to the finish/starting line, the blue dot was just
about towards, that was until it started slowing down as it got
close to my dot. Reversing my view, the blue dot got into my view,
A strangely white motorcycle was behind me the one riding he had
long white hair with a long coat blowing in the wind, but I
couldn’t make out his face.

For one reason or another the blue dot man, wouldn’t pass me, he
would just stay behind me. As I crossed the line, the screen once
changed again, this time everything was there, except that the lap
icon reset itself to “1/”. The life point icon showed that the man
behind he was wearing some kind of mask, it had a scar over the
left eye.

The duel started, I kind of felt a chill, having my dragon deck
I quickly special summoned Stardust Dragon from my hand. I spun
around, I was going to meet who ever this guy was head on, I had
Stardust attack the man. The man reversed the damage to my monster
with magic cylinder, he then summoned a monster I was shocked to
see.

“Blue Eyes White Dragon” I recall saying to my self, but I
noticed there was something being said, this was not new as the MC
spoke in the game, I couldn’t make out what he spoke of. I was
caught off guard and my opponent had his monster attack, with the
combined damage of his attack and the reversed damage from earlier
caused Stardust to be destroyed. I felt something, as once again
that voice spoke, all could make out was “My.”

I came across AP, as I wanted to go on the offense, I summoned
Red Daemon Dragon and I placed a trap card on the field. Coming
across another AP I had RDD attack blue eyes, it connected as it
destroyed one of the cards in my opponents hand. I heard some
laughing from my Wii-mote, the masked man attacked with Blue-Eyes
activating my trap “Scrap-Iron Scarecrow.”

“Stupid AI,” seriously, I had RDD attack once again, destroying
Blue-Eyes White Dragon and destroying another card in his hand.
“Hatred,” the voice came again, suddenly he activated a spell card
destroying RDD.

Following the destruction of Red Daemon Dragon, we came up to
the second lap, a lightning bolt appeared in the back ground sky,
which I didn’t think this game had. I saw a couple of cards under
his icon, I wanted to get rid of his cards so I summoned Black Rose
Dragon.

At the time I summoned Black Rose Dragon, the man behind me
summoned a monster of his own, Stardust Dragon. I gritted my teeth,
he protected his cards, I quickly had Black Rose Dragon attack my
opponents Stardust. I heard a laugh again, I ran into a trap, he
activated his own Scrap-Iron Scarecrow. “Our future” he once again
spoke.

The guy had Stardust attack my monster, taking out half of BRD
health. He once again had Stardust to attack my monster, destroy
it. “4 to 4” this I didn’t understand what he said, was he
referencing what the game said before this started. I had aimed to
get the next AP icon, but for the first time, he cut me off causing
me to go into a wall.

After spinning out, I got my self back on the track, but not
before that guy attack my life points. “Desperation” this time, I
was getting irritated, I was being mocked by a video game
character. I summoned my own second Stardust, but this time the
animation was different his wings were more drooping, and didn’t
seem to be flapping as fast, I ignored it and placed a trap on the
field, and a spell to recover some life.

The two of us attacked each other simultaneous with both
Stardusts, and as both attacks hit each other both our trap cards
activated, my trap negated its attack and sent the damage at him,
his trap though it didn’t stop my attack the damage was sent back
at my monster, in the end his Stardust was destroyed. As that he
lost a monster, he lost speed, I passed him, my Stardust animation
changed again this time its limbs and tail began drooping his color
slightly faded.

“Pain of others,” okay by now this guy was really getting on my
nerves, he activated a spell card which destroyed the rest of
Stardust’s life, the destruction animation seemed a bit more dreary
then what it was.

Trying to get the upper hand, I quickly special summoned one of
the Synchro’s in my hand, my second Black Rose Dragon. This time
the animation was also different, a few of the petals were missing,
and others looked like they were wilted. Using Double Attack, I had
Black Rose Dragon attack the masked man with no need of AP.

“Hesitation makes four” the voice once again came from my
Wii-mote, he activated a trap, he must of placed it between my
summon of BRD and its attack, it didn’t negate my attack but damage
was sent against my monster, he did take direct damage. He just
laughed.

We came across the third lap, “A door has opened” he spoke of he
summoned a new monster

“That’s not right,” at least, the monster isn’t among the 126
cards available “Rainbow Dragon!”

I remember the winged serpent dragon even had its own roar.
Getting some AP the man attacked me, destroying BRD and its petals
seemed to of burned away.

“Damn it,” I can recall myself saying.

“…the others…” was what I could make out from what came from my
hand.

As that I was ahead of the man, I activated Nightmare steel
cage, causing my opponent to not attack. Using Dragon’s Mirror I
special summoned a dragon from my hand. My 2nd Red Daemon Dragon
appeared, its appearance was different as well, it seemed like the
red began reaching around its body, its wings seemed deteriorated.
Having Red Daemon attack, he destroyed Rainbow Dragon in one hit,
probably because of its weak defense.

We were coming up to the end, attacking once again, I reduced
the person’s life points down to zero, but my attack didn‘t reach
soon enough as he used a card to destroy RDD…spinning out I took
this second before he recuperated, using a speed spell too get the
upper hand.

I then crossed the line, I remember the sudden change in the
field, as the words “SURVIVE!!” came to the screen and the lap
number once again reset to “1/”. The sky it self had became darker,
the buildings around us seemed to become ruins, the side of the
roads seemed to be covered in flowers.

I remember knowing it was odd, I looked up at the map seeing
that the blue dot was once again on the move, which was too soon
for him to recuperate. I could hear his laugh, coming from my
hand.

The duel seemed to turn into a survival, looking at the life
points, he was at an advantage since his life points reset back to
4000. Looking now, I realized his mask was gone…I could barely make
out his face, it just seemed his one visible eye was just staring
blankly ahead, as if at me.

Realizing what has happened so far, I needed to get ahead, and
destroy more monster. Crossing over a long path of AP’s, I spun
around this time summoning Black Rose Dragon, destroying his trap
cards on his field. Looking Black Rose Dragon, there was a
significant change this time, there were no roses, it just looked
like a Root and nothing more, its own body seemed to be barely
moving at all.

I didn’t know what was going on, but at the time it was
exciting, I had Black Rose attack this man directly, the attack
animation seemed slower then usual if I remember correctly.

I looked up into the corner to see that he indeed took the
damage, I was sort of relieved, that was until he summoned his own
monster. He summoned Red Eyes Black Dragon.

At that point, I wasn’t surprised, I knew I had played games
before where the AIs could use moves that the regular player
wouldn’t be able too. The man preceded to attack me with Jounochi’s
rarest card, with my withered Black Rose Dragon barely hanging in
there, that was until the guy played double attack to strike once
more, I remember seeing what was like pieces of its body hitting
the screen.

“Life” the voice once again spoke up through the speaker, with
the extra stored up AP he was able to attack me one again.

At that point I was on my last little life, down 7 monsters only
taken out 3. Thinking it over, how could my perfect Power House
deck not work in this game? I knew I was going to beat this guy one
way or another, I wasn’t going to reset the game at any cost.

Drawing a spell card, I activated it, special summoning one
random Synchro monster from my hand, with only the one in my hand,
I brought out Red Daemon Dragon. Looking at the summoning animation
the once powerful Daemon with its head lowered down, its wings
seemly completely gone, the dark part of its body seemed to be
missing as it was filled with red, its claws hanging to its side.
Placing one card down, I had my Dragon begin my counterattack.

“…help it…” I can’t put my fingers on what he said exactly
though. He tried to attack me, I was able to dodge, he just
laughed. Waiting to bring my AP, I was able to strike while my
opponent began its attack, canceling its attack and destroying Red
Eyes.

“Reachable!” he spoke playing a magic card, special summoning a
monster from his hand.

The monster he summoned was Cyber End Dragon, I still remember
its mechanical shriek. The man brought the battle close, having all
three heads attack my monster at the same time activating my trap,
though not negating the attack, it sent damage back at his own
monster.

Little more then half way through the track, I did something
that really screwed me over, not looking where I was going I ran
over one of his field spells Dark Hole, destroying the rest of Red
Daemon Dragon’s life, with what seemed as dust blowing into the
air.

“Hell!” He once again attacked me, but with Negate Attack, it
was nullified. Looking at my hand, I saw my last monster in my
deck. I needed to make the last monster count.

Coming upon the next lap, I was capable of summoning my last
monster, my third and final Stardust Dragon. Looking at its
animation, my breath was stolen. The color was gone, the wings were
to the floor. It was as if it was not looking forward to what would
happen to it, almost sorrowful. Of course the opponent would not
allow me to wait, as it stuck at my monster, taking away more then
half of its life.

Finally making it to the last lap, the track once again changed.
The field itself wasn’t too different, but the sky had become
lighter. Though it seemed as if there were wavy shadowy figures on
the side of the road. My character's animation had once again
changed. The white color seemed to have vanished and seemed to be
somewhat transparent. Attacking my opponent's monster, I took
notice of its life points. My icon’s image had changed as in itself
the picture seems to have been disappearing. As I noticed this, I
had also noticed that the background was getting lighter and
whiter.

I tried to pay no more attention, as I had a duel to win. Coming
across the long row of AP once more I was able to attack again,
causing more damage to the mechanical hydra. The masked man
attacked me as well, causing me to use my last defensive trap card
in my deck to protect my remaining monster. When I used rear-view,
which I hardly ever used, I noticed that a trail of red tears were
coming for his now being transparent face.

I came up to what would have been my monster’s last attack.
Using it, it connected with CED, destroying it for good. It was
then that at that moment of destruction a new monster took its
place. As that happened, Double Attack was activated, wiping out my
last monster the shock messing with my speed going forward.

“Future,” laughing, as if knowing that at this point I had
nothing left too beat him with. Looking back too see the monster,
it was a long serpent dragon. It felt like it was a Rainbow Dragon.
Noticing my character's facial expression, the trails of red was
flowing more like a river at this time.

We were half way at this point, I had nothing left, I just had
to make sure that I got first place and that was it. Continuing on,
I had immediately noticed that the background had definitely gotten
whiter, it was even more so that the black shadows on the side were
even more noticeable in their movements,

Looking once more at the life points, I noticed that my icon was
nothing more then just an out line, but it too had had the river of
red in full color. But the facial image above it was still staring,
still seemed the same.

At this point, all I was doing was dodging, the monster behind
his attack was like a large Synchro summoning animation, but purely
black. It was simple to tell exactly when it was attacking and
where it was from. The person was close too me, following right up
behind me. I used a maneuver using my spinning animation to make
him crash out, making sure that he would not cross in front of
me.

Using my last speed spell, I gained one final speed boost,
hoping that this would be all that I needed to win. Noticing that
the blue dot behind me was still far away, I figured that I could
still be able to beat it.

I was coming up on the last bit of the track, at this point
there were more shadowed figures as if they were all just watching
me. At this time I could see the finish line ahead of me, the
background behind it was white, as if there was nothing there, but
what was surprising was what was at the starting line.

At the starting line, every character that you could face off
against was on the other side of the finish line. All the riders
themselves were standing by their motorcycles like in the character
select screen from Yuusei to Jack, from Jaeger to the gold knight
guy, from Ushio to Fat Albert police man. All around them, were a
group of those shadowed figures that were along the road, as if
they were all waiting for me to cross over the finish line.

Well I wasn’t just about to disappoint them, and lose my perfect
winning streak on the game today. It was then that I was seconds
from the end, I was going to win, I was going to show my
awesomeness in front of every one…but…

With one dark blast, my life points reached zero. I had lost, my
motorcycle spun out of control, just in front of the finish line.
Looking at my life point counter, there was nothing. Inside the
emptied red box was nothing, as if the river of red was
overflowed.

“All Gone,” the voice once said. At that point, I saw over to
the map as the blue dot came up closer to my red dot. As the dot
reached me it just disappeared, no one appeared beside me, behind
me, or in font of me, all I saw ahead was the warmth white light
that I almost had.

I then remembered what happened next, everything that was own my
side of the finish suddenly turned black except for my character.
What was remaining of light suddenly shrunk away, leaving, I could
feel as if everyone was leaving me, going on to where ever they
were going, I was left alone in the that lonely dark.

After a few seconds, I was about ready to turn off the game, I
stopped as I saw what then happened on the screen.

My character’s motorcycle had burst into flames, engulfing him
alive. He made no movement too even try to get out the fire, as if
he wanted this to happen to himself. The river of red from his face
was visible, as the sound of 3 monster destruction noises could be
heard over and over again.

The cries continued for a little while, until they began to fade
away themselves. As the sound of their cries disappeared, my
character was all alone again… burning… crying. I couldn’t help it
but feel a little sorry for him, and maybe a little bit for me.

It was then that the flames began to die down, the animation
itself began to die down, fading away into the background of
darkness. It was then that he disappeared that he was no longer
visible. I was finally about to go off to finally turn off the
game, as a lightning bolt once more covered the screen turning to a
high bright.

As the light faded away, I came a little closer to the screen to
see if anything else were to happen. Nothing happened, except that
as the light faded, a part of it didn’t fade. As everything else
was dark, I could see the reflection of my self in my TV, the light
below my image once again read that word “4”

The screen once again turned black, I once again waited for it
to do anything else, but it didn’t. As natural, the game returned
to the “Press a button” menu. Just out of curiosity I continued,
and went onto the loading screen, but as I got there, a new message
popped up, one that I have seen in many video games that I knew
what it said.

“The game data has been corrupted!”

Seeing that, I knew exactly what that meant, and turning off the
game I sat down thinking over what I had just played. A few minutes
had gone by, and I wondered if this was what that guy wanted to
sell really badly that nobody wanted. Going off to my computer, I
brought up my email in order to talk to him, of what exactly just
happened. Though to no avail, there was still no reply to my
message to him.

A few months had passed, I still ended receiving no replies from
him, even after sending another message to him. I had gone to see
his eBay account only to find that it was deactivated. Going to the
forums, I had found a topic about him, it apparently spoke of how
he deactivated his account, and how during the middle of some his
auctions he dropped them. Even some that already bought stuff from
him were complaining about never receiving it, and the normal death
threats against his life.

I had gone over to my Wii, never once touching it since then,
those images once more coming to my mind.

Looking down, I saw that game. I never got rid of the game, it
just didn’t feel right to me to just get rid of an already used
game.

Picking it up, and looking it over once more I remember saying
to my self, “Just what was happening?” My eyes once again went to
that lightning bolt over the stadium, as that it seemed to still
stick out to me. I was about to put it down as then my attention
was caught, taking the box once more and looking at that lighting
bolt, I saw it once more.

Behind the lightning bolt, I saw it, I saw that man’s face its
same glassy stare that I never got out of my mind, only this time,
it was no longer staring at me, as if there was no need too stare
at me,

After a time, I spoke to others about this game, and about the
image that I had found. People that had the game thought I was
imagining it, many people couldn’t even see the image that I was
speaking about. Then that is when I came here, to share my story,
along with this writing. I had also placed the image that I had
found on my box, perhaps someone knows…










Chapter 18
4


I collect old video games; whether they're on the NES, the
Genesis, the SNES, or even obscure things like the PC Engine. I
visited a Pawn Shop in the city which was reputable for collectors
of retro technology. While in there, I stumbled upon a game that
was "given back" multiple times. The clerk gave me an SNES
cartridge. It was oddly-shaped and colored, kind of like those
unlicensed Bible games from Wisdom Tree. The cartridge was a very
neon-ish Yellow tint to it, and the label seemed to have been
hand-drawn, albeit with good detail.

The name of the game was simply "4", and had an illustration of
four colored blobs all next to one another. Thinking it was a
generic platformer, I took it home to play. When I started the game
up, I was surprised to find out that the language wasn't English. I
couldn't match it with a part of the globe, but I would have to say
it best matches Southeast Asian typography. The first level of the
game was mildly eerie. It was a Sonic the Hedgehog-inspired game
where you played as four different characters. The multi-char thing
was a ripoff of Donkey Kong Country, as you had to break them from
rusty cages. The level was urban-themed, and involved the player
escaping from (what seemed to be) blob-thing catchers. All of the
sounds in the game were either taken from other SNES games, or
seemed to have been recorded. I noticed many low-quality voices,
grunts, etc. Besides the characters, the enemies and objects were
terribly-rendered and designed. Most of them were geometric shapes,
or sprite edits from other games. I noticed that every time you
killed an enemy, the Hell Knight scream from the original Doom
played, and a sentence of text appeared on screen.

As creepy as it was, the red flags started to appear. Each time
you "lost" a character, the scenery and sprites changed to become
darker, and less colorful, until everything is black and white. As
you progressed further in a level (regardless of how well you're
doing), the scenery becomes gory, and somewhat psychedelic. The
levels are all cliche. Urban, forest, clouds, snow, etc. In the
middle of the game, it appears as if it's designed so that the
player cannot progress, and continuously dies. When you lose all
four characters, the screen becomes very dim, and to my shock, a
low-quality scream, as well as unintelligible sentences BLAST at
high volume, accompanied by pixelated, low-res images of generic
gore pics; presumably from wars. The final picture shown was a
pixelated image of an Asian family at a wedding. The dimmed
background turns white, as a sentence appears on screen, and a
voice speaks the unintelligible language.

I thought the game froze, but upon inspection, it wasn't. I
turned up the volume way up. A low buzzing noise could be heard
from the game, as the screen dimmed again. The Game Over screen was
a close-up shot on the four main characters looking happy. The
screen gets darker, line-by-line. Their faces get visibly sadder
and sadder, as a generic "Wah wah wah" song comes on. The game did
another buzzing sequence, prompting me to turn up the volume.
Surprising me due to the noise and creepiness, a loud, long sound
byte was played; which sounded like a man + woman arguing. This
went on for a while, when it just stopped. The screen turned black,
and in white text, three sentences appeared on screen. I tried
turning the SNES off, but I couldn't. I took out the cartridge, and
the image on the screen became distorted, as the upper half was
white. Becoming genuinely scared, I pulled out the power cord, and
re-plugged it.

I couldn't turn my SNES on. The whole "Corny horror movie"
emotion overwhelmed me, so I took the game back to the pawn shop.
The clerk didn't give me my (small amount of) money back, simply
because he said he wouldn't know the cash value.










Chapter 19
Come Follow Me


During the first few days of the release of Pokemon Red and
Green in Japan, back in February 27, 1996, a peak of deaths
appeared in the age group of 10-15.

The children were usually found dead through suicide, usually by
hanging or jumping from heights. However, some were more odd. A few
cases recorded children who had began sawing off their limbs,
others sticking their faces inside the oven, and chocked themselves
on their own fist, shoving their own arms down their throat.

The few children who were saved before killing themselves showed
sporadic behavior. When asked why they were going to hurt
themselves they only answered in chaotic screams and scratched at
their own eyes. When showed what seemed to be the connection to
this attitude, the gameboy, they had no response, but when combined
with either Pokemon Red or Green, the screams would continue, and
they would do their best to leave the room it was located in.

This confirmed the authorities suspicion that the games,
somehow, had a connection to these children and the deaths. It was
a strange case, because many children who had the same games did
not show this behavior, but only a few. The police had no choice
but to pursue this, since they had no other leads.

Collecting all the cartridges these children had purchased, they
kept them sealed away as strong evidence to look over later. They
decided the first thing to do was to talk to the programmers
themselves. The first person they met was the director of the
original games, Satoshi Tajiri. When told about the deaths
surrounding his games, he seemed slightly uneasy, but admitted
nothing. He lead them to the main programmers of the game, the
people responsible for the actual content.

The detectives met Takenori Oota, one of the main programmers of
the game. Unlike Satoshi, he did not seem uneasy, but very kept.
Explaining that it was impossible to use something like a game to
cause such deaths, and also bringing up the point that not all the
children were affected, he brushed it off as some kind of odd
coincidence or mass hysteria. It seemed like he was hiding
something, but he wasn"t giving way. Finally, he did say something
interesting.

Takenori had heard a rumor going around that the music for
Lavender Town, one of the locations in the game, had caused some
children to go ill. It was only a rumor, and had no real definite
back up, but it was still something to look into.

He directed the detectives to Junichi Masuda, the music composer
of the series. Masuda had also heard of these rumors, but again
said they had no evidence that his music was the cause. Even to
prove a point he played the exact song from the game completely
through with no effects to anyone, the detectives nor Masuda
himself, feeling anything different or odd. Although they still had
their suspicions of Masuda and the music of Lavender town, it
seemed they had reached another dead end.

Going back to the cartridges they had seized from the homes of
the children, they decided to take a slightly more direct look at
the games. They knew that it was these games that gave the children
the ill effects, so they took extreme caution. Popping in the
cartridge and turning the console on, the game screen booted. The
title screen appeared, and the option to continue or create a new
game appeared.

When they chose to continue the game, stats of that game
appeared. They saw the names of the children who had played,
usually "Red" or another simple name. However, the interesting
thing was the time played and the number of Pokemon they owned. On
every game, the time was very low, and all of them had only a
single Pokemon in their inventory. They came to the stunning
reality that it could not have been the music from Lavender town
that had caused such ill effects in the children, since it was
impossible to reach that part of the game in such small amount of
time and with only one Pokemon in their inventory. This brought
them to the conclusion that something early on in the game had to
be the cause.

If it wasn"t the music, nor the title screen, it had to be
something within the first few minutes of the game itself. They had
no choice but to turn off the game now and go back to the
programmers. Asking for a list of all the programmers from
Takenori, they found, surprisingly, that one of the programmers had
committed suicide shortly after the game was released. His name was
Chiro Miura, a very obscure programmer who had provided very little
for the game. Even more interestingly, he had requested his name
did not appear in the credits of the game, and so it was not.

Looking over the evidence found at Chiro"s apartment, they found
many notes written in bold marker. Most of it was crumbled, or
marked out, making it very difficult to read. They few words they
could find in the mess was "Do not enter", "Watch out" and "COME
FOLLOW ME" in bold. The detectives were unsure what these meant,
but knew they had to have a connection. Further searching, they
discovered Chiro was good friends with one of the map designers,
Kohji Nisino, and this was probably the only reason Chiro had given
a part in making the game.

Kohji Nisino, since the release of the game, had locked himself
in his apartment, barely leaving in the dark of night to fetch
anything he might need. He told his friends and family he was
mourning for his dear friend Chiro, but they didn"t believe this,
since Nisino had locked himself up the day the game was put in
stores, a few days before Chiro had killed himself.

It was troubling, but the authorities finally persuaded Nisnino
to sit down and speak with them. He looked as if he hadn"t slept in
days, dark rings under his eyes. He stunk, his nails had grown
black and his hair was greasy, sticking to his forehead and neck.
He spoke in stutters and murmurs, but at least he had something to
say.

When asked if he knew anything about the children who had died
after exposure of the game and if it had any connection to the
game, he answered them seemingly carefully, choosing his words
thoughtfully before answering. He told them that his friend Chiro
had an interesting idea with the game, something he had wanted to
try since he heard the project was starting. Nisino himself knew
Takenori, the director and main programmer, for a long time, so he
could easily get a mediocre programmer in on the project with a
little persuasion. It seemed Chiro had convinced Nisino to get him
in on the project, and it had worked.

The detectives knew they were on to something. This unknown
obscure programmer, Chiro, had to have something to do with it,
something… They asked what Chiro"s idea was, why he wanted so badly
to have a part in making this children"s game. Nisino told them
that Chiro never told him much about it, other than a few details
every now and then. He wanted to insert a special Pokemon in the
game, one completely different from all the others. It would serve
as an extra, a kind of out of place thrill for the player. It
wasn"t, however, Missing No. It couldn"t be. With the gameplay time
recorded on the cartridges, it was impossible for the children to
have time to meet that Pokemon.

Nisino, throughout the entire conversation, seemed to break down
even more with every question. The detectives pushed him more and
more, searching through his mind for any and every scrap of
knowledge this man had no game and Chiro… and Chiro"s
intentions…

It was when they asked about the notes found in Chiro"s home
that he snapped. From under the couch Nisino was sitting on he
whipped out a pistol, pointing it straight at the police while
backing away a few steps. Then, just as quickly, he brought the
pistol to his face.

"Don"t follow me… " muttered Nisino as he stuck the pistol in
his mouth and pulled the trigger. It was too quick for the police
to react. It was done. Nisino had killed himself, repeating
slightly differently what was written on one of Chiro"s papers…

It seemed all leads had finally died. The team who had created
this original game were splitting up, becoming harder to find. It
was as if they were keeping a secret. When the police finally
managed to talk with anyone who had parts in the game, even the
obscure character designers or monster designers, it seemed they
had nothing of interest to say. Most of them didn"t even know
Chiro, and the few who did only seen him once or twice working on
the game itself. Throughout all of this the only confirmation they
had was that Chiro was indeed the one who had worked on the very
early parts of the game.

It had been a couple of months after the original children
suicides and the death rate had dropped dramatically. It seemed
that the game was no longer giving any ill effects to any children.
The call back of the games that was planned was canceled, since it
seemed the game was no longer harming any children. They had began
to think that maybe Takenori was right and it was all just a very
odd coincidence or mass hysteria… Until they received the
letter.

It was given to one of the detectives himself, quite directly
out on the street. It was a woman who gave him the note, a very
frail, thin, sick looking thing. She gave him the letter quickly,
telling him it was something he needed to see, and without waiting
for a response or another word, she disappeared into the crowd. The
detective brought it to his office, and calling the others in, he
brought it out and read it aloud.

It was a letter written by Chiro himself, but it wasn"t one
found at his apartment. They had throughly searched and cleared out
the place, so wherever this letter had come from, it wasn"t kept at
his home. It was signed to be given to Nisino. It started off quite
formal, a hello, how are you, regards to the family, and such.
After one or two of these normal paragraphs, they reached a section
that requested Nisino to get him into the game team, to get him a
programming position in Pokemon Red and Green.

As the letter continued, the handwriting seemed to grow more
jittery. He talked about a glorious idea he had, a way to program
something unseen in any game before. He said it would certainly
revolutionize not only the gaming industry, but everyone. He went
on to say that it was a very simple procedure to program this idea
into the game. He did not even have to add any foreign programming,
but could use what was already given in the game itself. This
would, the detectives agreed, make it impossible to notice any
obscurities in the programming itself. It was a perfect way to hide
whatever this was.

The letter ended abruptly. There was no goodbye, no say hi to
the family, no write back, or thank you. Nothing like that. It was
just his name, written hard in the letter where the paper almost
broke through. It was only his name. "Chiro Miura."

This was the nail in the coffin for the detectives. They had no
more suspicion about the cause. Chiro had programmed something into
the early parts of the game, something maddening. To further
increase this streak of success, they discovered that the
programming team had worked in pairs, even Chiro himself. He had
worked with another programmer, Sousuke Tamada.

If anyone knew what the secret in this game was, Sousuke Tamada
would be the man. This was their final hope of unraveling this
mystery once and for all.

They learned Sousuke had provided a lot of programming to the
game, and seemed to be an average, good guy and worker. They were
easily allowed into his home, a fair place, and they entered his
living room where they sat. Sousuke did not sit, however. He stood
by the window of the second story floor, looking out onto the busy
street. He was smiling a little.

There is no direct witnesses to the events that followed. The
only thing from this conversation that remained was found on a
voice recorder sitting on the table in front of the two detectives
assigned to talk to Sousuke. What follows is the unedited
recording:

"Sousuke Tamada, what part did you have in the games Pokemon Red
and Green?" asked the first detective.

"I was a programmer." His voice was light, friendly, almost too
friendly. "That"s all."

"Am I right in knowing that the programmers working on the game
worked in teams?" asked the detective.

One could hear the voice of feet moving on the floor slightly.
"You would be right," said Sousuke after a moment of silence.

"And your partner, his name was—" The detective was quickly cut
off by Sousuke eerie voice.

"Chiro Miura… That was his name. Chiro Miura."

Another silence. It seemed the detectives were a little uneasy
about this man. "Could you tell us if Muira ever acted strange at
all? Any particular behaviors you observed while working with him
at all?"

Sousuke answered them. "I don't know him that well, really. We
didn"t meet up frequently, only every once in a while to trade
data, or when the entire group was called up for a meeting… That"s
the only times I really ever saw him. He acted normal, as far as I
could tell. He was a short man, and I think this affected his
consciousness.. He acted weaker than any other man I met. He was
willing to do a lot of work to gain recognition, this I do know. I
think… "

Silence. "Yes?" asked the detective, pushing for him to
continue. "You think what?"

"I think he was a very weak man. I think he wanted to prove
himself regardless of this point… I think he wanted to make himself
known for something special, something that would make people
forget about the way he looked and pay attention to the powerful
mind that lay inside his skull.. Unfortunately for him, however..
heheh.. He didn"t have much of a mind to back up that
reasoning."

"Why do you say that?" asked the second detective.

"Well it"s the simple truth," answered Sousuke quickly. His feet
could be heard moving across the tiled floor. "He was nothing
special, even if he wanted to believe so. You can"t become
greatness, even if you believe it. It's impossible… Somehow, I
think Chiro knew this himself, somewhere deep in there, he knew
it."

The detectives were silent again, not sure how to steer the
conversation. After a moment, they continued. "Can you tell us what
Chiro"s part of the game was? What did he work on exactly?"

Sousuke answered more quickly than before. "Nothing… I mean,
nothing important. He worked on some obscure parts of the beginning
of the game." A pause, then a little more information. "It was
Oak"s part to be exact. He worked on some of Oak"s parts… When he"s
seen first, you see.."

"What else?" pushed the police. They could hear it in Sousuke"s
voice. He knew something. "We know you know about the children and
the deaths. We know it was Chiro who did it. He programmed
something in the game."

"What are you implying?" asked Sousuke. It sounded like he was
trying to maintain his voice.

"We"re implying that since your his partner, if you"re hiding
something from us then you could just as much be responsible for
those children"s deaths as Chiro is himself!"

"You can't prove anything!" Sousuke shouted.

"Tell us what Chiro did to the game!" they shouted back.

"WHAT I TOLD HIM TO."

Silence. Complete silence.

"You want to know, huh?" asked Sousuke finally, breaking the
eerie silence, but replacing it with his voice. "You want to know
what is this all about? Chiro was an idiot. He"d do anything for a
bit of attention, anything at all. He couldn"t program worth a shit
either. The one thing he could do, however, was be manipulated. You
could tell him what to do, and he"d do it. He wouldn"t even
question it, he"d do it. Just to hear that "thank you" when you
received the finish product, that was his reasons. That"s all he
wanted."

Two clicks from the detective"s guns could heard.

"I could control his flawlessly. He"s a lot like Takenori… Of
course none of you knew this, but I was the one who brought up the
idea of the game, the idea of the entire operation. I just told the
fellow what to do, and he followed me without doubt. He knows
nothing, just like Chiro."

A sound of a window opening could be heard, follow by the
detectives.

"Don"t move or we"ll shoot!"

"Let me tell you about a mechanic in the game," continued
Sousuke. His voice was more rushed, but it still held that slyness.
"Consider it a hint, alright? If you walk around in grassy areas
enough a Pokemon will appear, and you"ll have the chance to go into
battle with it. It"s a necessary part of the game overall, you
see?"

"Step away from the window! We won"t warn you again!"

"At the start of the game you have to walk into the grassy area
before Oak appears and you receive your first Pokemon, understand
me? Under normal circumstances, it was programmed that even though
you"re in a grassy area, no Pokemon will spawn… I made it
different. I manipulated that Chiro, told him what to put in the
program, gave him all the instructions on how to do it, and he did
it flawlessly. It"s rare, but it can happen.. Stepping into that
grass, one can spawn… "

"Sousuke, we don"t want to shoot!"

"Shoot me?" asked Souske, laughing at the same time. "Shoot ME?
You"re as dumb as Chiro was! Once he found out the truth, he had to
end it! It was his fault after all! He shot himself because of it!
If you"re so determined to finish that case of yours, if you want
to know, play the damn game for yourself! Roll the wheel, and who
knows? Maybe you"ll learn the secret for yourself!"

A shot could be heard, loud enough to distort the audio. Sounds
of screaming, murmuring could be heard. The table the recorder was
on crashed. Ear shattering distortions. Silence. Then laughing.
Sousuke was laughing, and then words. "Come follow me… Come follow
me… " And then nothing.

The recorder continued to record until the tape ran out. There
was nothing else on it. The police arrived on the scene quickly,
and to their horror they discovered Sousuke and the two detectives
dead. They had all been shot, but not after struggling. The
detectives had been shot multiple times, at least ten each, before
dying after being shot in between their eyes. Sousuke himself had
clearly died of two shots to his chest, straight through the
heart.

This game was causing a massacre. At least a hundred children
were dead. Nisino, the unexpecting friend, dead. Chiro, the
manipulated toy, dead. The two detectives, dead. And now, even the
creator, the cause of this atrocity, Sousuke, dead. This game was
stretching far over it"s original intentions. It was killing anyone
and everyone who got involved.

The lead detective had decided to put this case away. The man
who committed the crime was dead, so there was no longer any reason
to continue the case. All evidence, all the cartridges, all the
notes, all the letters, they were locked away, kept in the darkness
where they belonged. There were talks about the entire thing, small
conversations every now and then, but over the years even these
began to fade away. Eventually, the case was only a memory in the
minds of those who experienced it first hand.

Ten years passed. February 27, 2006 was the date. The lead
detective, the man who locked away the original evidence ten years
previous, was reminded of the awful event that occurred. Although
he was no longer in the force, he still had access to files and was
helped when he could. The reminder of the event caused him to look
back, to open the sealed container that held all the evidence
collected.

He read through the letters and the notes. He remembered the
woman who had appeared to him on the street that one day and handed
him that letter that lead to the change of the entire case. He
wondered who she was, and where she had come from. Perhaps she was
Chiro"s mother… or maybe Sousuke's. It was far too late to pursue
any of this. Far too late..

Sealing the container again, he saw a second one directly behind
it. Pulling it out, he read the note on top of it. "Evidence
#2104A" He opened it up, and looked inside. Filling the container
were exactly 104 Pokemon Red and Green cartridges, each one in
perfect condition, untouched since the day they had last checked
them ten years ago.

He reached in and pulled one out, Pokemon Red. He hadn"t seen
one in a long time. He didn"t know what he thought next, but he
reached in his desk and pulled out an old Gameboy. He received it a
long time ago, but it still worked. It was his son's, but he had
died a few years ago. His wife was gone too. That was then though.
Popping in the cartridge in the back of the Gameboy he turned on
the system.

The title screen. Then the option to continue or start a new
game. "Tanaka." That was the child"s name, the one who played it
first. He was probably dead, along with all the others. He pressed
New Game, and started a new game. It was normal, average. He walked
around, talked to his mother, went outside. He started walking
towards the grass.

In his head, he could still hear Sousuke"s words. Even though he
was not there, even though he had never seen the man in his life,
he could still see him, hear him. "Come follow me."

He was getting closer and closer, only a step or two away.

"Roll the wheel, and who knows? Maybe you"ll learn the secret
for yourself!"

He entered the grass. The screen did nothing at first. Nothing
at all. It just sat there, and so did the detective, completely
frozen, as if time had stopped just for them. The screen went
black. and then lit up again, the iconic green background with
black text appearing.

The lead detectives weary eyes grew wide. He couldn"t help but
read out what was there in front of him.

"Come follow me, come follow me, come follow me. I miss you dad,
I miss you my husband, I miss you so much."

Tears formed in his eyes, falling down his cheeks. Screens and
screens of text appeared and he rapidly clicked the A button to
continue it. It was his wife and his child. They were speaking to
him, calling to him, crying with him. They wanted to see him, they
loved him, he loved them.

"I love you too," muttered the man in a hoarse, scratching
voice.

"Come follow me, become new again. We want to see you and hold
you, and be with you forever and ever and ever and ever."

"AND EVER AND EVER… "

"Don"t stay away. You can see us too.. We miss you.. Come follow
me. We love yo—"

A black screen. The detectives eyes grew wide, his jaw dropping.
The screen lit back up, and Oak was leading him out of the grass.
"Come follow me," said Oak.

"NO!" shouted the man, dropping the game onto the floor. He
quickly fell forward, reaching for it, bringing the screen back to
his face. "Bring them back, bring them back to me!" The game
continued on as usual, not responding to the detective at all. "My
wife, my child, listen to me! Bring them back to me, I said!"

Voices… He heard voices, hundreds of voices. He turned around
from his seat, looking behind him, and standing in his small room
were children, many children. Some had no eyes, some had rings
around their throats, some were burned all across their body. They
were screaming, reaching towards him.

"Bring back my mommy, bring back my daddy, bring back my pet!"
they all screamed out, reaching for the game, their mouths agape
with horror and pain. "I don"t want them to go away, bring them
back to me, bring them back to me!"

"No!" shouted the detective. "It"s mine! My family is here,
don"t touch it!" Horror was across his face.

"Come follow me… " said a voice. The lead detective looked over,
and in the corner of his room, next to an old desk, was Sousuke. He
stood in the corner, tall, handsome, clean. A smile was on his
face, stretching across his face. "Come follow me… "

The lead detective jumped up, stepping back, trying to force
away the children crawling towards him, reaching out for the game
held tightly within his hands. "Wh-what"s going on here!? What"s
going on!? Where is my family!?"

Sousuke smiled generously. "I"ll show you. I"ll help you get
away from them, you see? Just follow me." Sousuke reached down, and
opened a drawer on the old desk. The lead detective, pushing
through the crowd of children, trying to get away, looked
inside.

Siting there, covered with dust, was his old gun from when he
was on the force. He had not used that gun in many years and had
put it away, not wanting to remember the things he had to do with
it. But right now he didn't see it as something that caused pain or
that killed. It was shining, it was light. It was something that
could set him free.

"Just follow me," said Sousuke, picking up the gun and putting
it in the lead detectives hand. He formed his hand to hold the gun,
then brought it up to his temple. "Just pull the trigger. That"s
all."

The lead detective turned around. The children were crawling at
him, grabbing his legs and pulling at him. They reached for the
game. He turned back towards Sousuke, and smiled.

"My family… I"ll follow you." He pulled the trigger. Bang. His
brains spread the wall as he fell to the ground, dead.

It was a few days before the body was discovered. It lay on the
floor, blood everywhere. In one hand held an empty gun, and in the
other was a classic Gameboy with Pokemon Red on the back. The
battery had long died, and only an empty, black screen was
left.

This was the final murder that the remaining authorities would
allow. The last detective who was ever a part of this case
personally carried all 104 cartridges away, and burned them all,
making sure not a single one survived. There would taunt no
more.

However, this is not the end of the story. The code was said to
have survived, and was even passed on to other language versions of
the games. If you have an old Pokemon game, you can place the
cartridge in the back of the classic Gameboy, turn on the system,
and roll the wheel who knows? Maybe you'll learn the secret for
yourself.










Chapter 20
The Theater


Have you ever heard of an old PC game called “The Theater”?
Yeah, I didn’t think so. Probably because many people say it
doesn’t even exist. You see, The Theater is an old computer game
released around the same time as Doom. Today, if you ever find it,
it’s only available on crappy bootleg CD-ROMs, which, more often
than not, don’t even actually contain the game. The actual
legitimate copies that they say were released back in the day
feature a blank cover with nothing but the sprite of what has since
been named the ‘the Ticket-Taker’. He is simply a poorly drawn,
pixelated Caucasian, bald man with large red lips wearing a red
vest over a white shirt and black pants. He is completely
emotionless, though some say that if you smash the disc his face is
shown as angry the next time you look at the cover. But this is
just dismissed as an urban myth. What is peculiar about The
Theater, though, is that there is no developer named on the jewel
case, nor a game description on the back. It is simply the
Ticket-Taker on a white backdrop on both sides.

The game was initially known for its inability to install
correctly. The installation process immediately locks up the
computer when the user reaches the licensing agreement. Also
strange about the licensing agreement for The Theater is that
whenever the development studio is supposed to be named, the text
is simply a blank line. Anyways, most people who have claimed to
owning one of the original CDs say that they figured out how to
install the game by simply rebooting their computer on the
licensing agreement with the disc still inside. Then they are
prompted to press ‘I AGREE’ on startup. Then they continue with the
installation. The game then starts up without any introduction
besides a main menu that is simply the sprite of a movie theater’s
exterior on an empty city street. The title fades in and then the 3
menu buttons ‘NEW GAME, LOAD, OPTIONS’. Selecting OPTIONS
immediately crashes the game to the desktop. LOAD is said not to
function at all. Even if you do have a saved game, nothing happens
when you press it. Thus, NEW GAME is the only working menu
option.

Once it is selected you are in the first person view. You are
standing in an empty movie theater lobby, with the exception of the
Ticket-Taker standing in front of a dark hallway which one can only
assume leads to the theaters themselves. There’s nothing to do but
look at the poorly-drawn, mostly illegible movie posters or
approach the Ticket-Taker. Once the player moves towards the
Ticket-Taker a very low-quality sound clip plays saying “THANK YOU
PLEASE ENJOY THE MOVIE” along with a speechbox saying the same
thing. You then walk into the hallway and the screen fades to black
and you’re back in the empty lobby and you do the exact thing again
and again and again.

While this may sound like a really horrible game, a number of
peculiar things occur as you continue to play it. The number of
times that you have to continue into the hall after giving your
ticket to the Ticket-Taker before the strange events happen is
unknown. Most state that it’s completely random and could take
anywhere from the first playthrough to the four hundredth. What
happens, though, has deeply disturbed some players.

The first occurrence is when the player fades back in after
walking into the hallway. This time they will notice the
Ticket-Taker is completely absent. The player then, without any
other options, decides to walk into the dark hallway. The sound
clip and text box mentioned previously still play in the absence of
the Ticket-Taker, but when the player walks into the hallways the
screen does not fade out. It goes pitch black as they walk deeper
into the hall, but the player’s footstep sound clip is still
playing as they continue to push the up button on their keyboard.
Those claiming to have played the original game report to have felt
extremely uncomfortable walking down the hallway, anticipating the
whole way something horrible happening. Well, eventually the player
is unable to move forward. There is nothing for a few moments
before a strange sprite that is described as ‘the Ticket-Taker but
with a swirl for a face’ appears and stands before the player. The
original players of the game say their bodies immediately froze up
and their stomachs churned they saw this sprite (which has been
appropriately named the ‘Swirly Head Man’). Nothing happens as the
Swirly Head Man stands before them. Then suddenly a piercing
screech plays as the game glitches out. This lasts for a few
minutes, with the screeching being continuous. Then the player is
abruptly returned to the lobby with all the sounds and graphics
being as they should be.

The game continues normally for the next couple of ‘cycles’ of
entering the hallway, with a couple of the original players
claiming the Swirly Head Man would briefly appear and disappear in
the corner of the screen as a brisk ‘yelp’ sound effect plays.
Then, at some point after meeting the Swirly Head Man, the player
sees the Ticket-Taker pacing back and forth (though there is no
walking animation - the sprite’s limbs are completely static, so he
just hops up and down slightly as a substitute) with his eyes being
wide and his mouth open to simulate a worried facial expression.
Some players noted that the movie posters had been replaced with
images of the Swirly Head Man, which caused them to immediately
turn their character’s head away from the posters and approach the
Ticket-Taker. Then another, different, low-quality sound clip
plays, but the speech box contains nothing but corrupted characters
that cause whatever text that would have been in the box to be
completely illegible. Due to the extremely low quality of the
sound, it is debated by players what exactly the Ticket-Taker says
at this point, though it is widely agreed that he says ‘NEVER REACH
THE OTHER LEVELS’. Then the screen fades out once again and returns
the player back to their starting point in the lobby, but the
Ticket-Taker is gone and the hallway is blocked by a large brick
wall sprite. Touching the brick wall will immediately crash the
game. And that’s all there is to it. No one knows what the ‘Other
Levels’ are or how to gain access to them, nor is it known why the
Swirly Head Man causes such acute fear in those who have seen him
in the game. All the original copies of The Theater have either
been lost or destroyed. But the creepiest part is the fact that is
that all the original players of the game claim to occasionally see
a brief glimpse of the Swirly Head Man out of the corner of their
eyes…










Chapter 21
Disoriented Tune


"You are looking nice," she said.

"Bah, it's just an old shirt I have been wearing too long. But when
I think about it, I can't remember when I actually put it on or
bought it."

"Thats weird, well maybe your mom got it for you right?"

… That was the only thing I had in my mind.

My mom… I have no memories of her, strangely.

It fades out. There's nothing there. Only a strange scent, but it
gives me a home feeling.

Its so strange. Home? My home is here. It has always been
here.

The more answers I get, the more questions I get.

Where am I? Who am I? What am I really doing here?

For a minute or so, everything went normal. But those images keeps
flashing through my head.

A TV with just some static, a woman crying, and three kids running
away.

It keeps going over in my head. Her scream. Nothing makes sense
anymore.

The world keeps turning upside down.

What is going on? Every time I ask myself a question, the
surroundings keeps changing.

The sky turns red. The skyscrapers keeps getting taller. They all
have corporate logos on them.

It all gets spinny. It gets dark. Suddenly I keep hearing buzzing
for no reason.

They want you. They need you. Binaries keeps popping into my head,
I see the numbers.

The binaries suddenly change into three numbers repeating after
themselves.

731 731 731 731 731 731

An old computer pops up in front of me.

There's a message on the screen.

"Are you trying to leave?"

I just stare at the screen.

"Why do you want to leave?"

I see a keyboard next to me, I grab it but it has no wires
connected to it.

I feel the urge for answers and my fingers start typing: "What is
this place?".

"This is your home."

A curse word escapes right out of my mouth.

"It has always been, remember?"

Remember, remember, remember. That word doesn't mean anything to
me. Since I can't remember why am I here.

"You were happy, why dont you go back to being happy".

No.

"I created this place for you. Be happy".

I kept staring at the screen.

What the hell is going on?! This didn't make any sense.

"GET ME OUT OF HERE!" I screamed.

The screen had a new message but the letters were written with
blood. More like with fingers.

I looked closely and it stood: HELL IS SOON GOING TO BREAK
LOSE!!!

When I was done reading that, pictures of massacres, people in
pain, blood all over their faces. They kept screaming "HELP US!,
HELP US!"

I was back in the room with the old computer. This the PC was dead.
The screen was black. But as I raised my head, I saw something
terrifying on the white wall.

"RUN BEFORE THEY KILL YOU ALL" There was just blood everywhere. My
heart stopped beating when i spotted two eyes above the
message.

They disappeared soon after I gave it eye contact.

I woke up. I found myself sitting on the couch. With my old
gameboy color and Pokemon Red insterted. I saw that my character
was in Lavender town and kept hearing the tune. It was so bizarre,
it felt like I had been having that tune in my dream the whole
time. My legs were sleeping so I had to struggle to get
myself

up from the couch. I went to the kitchen. A black ghost was staring
at me for 2 seconds before it vanished. I thought it was just my
brain playing tricks on me.

 


	1998 July 23 - Kazuma Kaito killed 11 children in his school
with his own hands. He had been trying to rip their eyes off. When
the police found Kazuma in the janitor's room they could hear him
saying: "The end is near. It wont go away. Make it go away."

Kazuma was asked by a psychiatrist what he wanted to go away.
Kazuma replied: "The black ghost."

The psychiatrist asked Kazuma what the ghost wanted from him. He
then said: "It wants us to be afraid."

"From what?" the psychiatrist asked. "They want to take over the-"
Kazuma started strangling himself, as the psychiatrist tried to
pull away his hands from his neck, the psychiatrist could hear him
saying with a low voice but struggling to say: "The ord-.. they
are-… take ove-… "

That was Kazuma's last words after he passed away. 3 seconds later
the security guards stormed the room. Only to find they were too
late and that the psychiatrist was shocked.

The police went through the security tape. When the police looked
at the unusual case, nothing seemed wrong, but at closer inspection
they noticed something terrifying and breathtaking.

When the hands turned against Kazuma, his facial expression looked
surprised and his eyes were aimed at the wall behind the
psychiatrist. His hands aggressively rushed towards his neck as if
someone else was strangling him.

Like a third person being in that room. Kazuma wasnt really trying
to strangle himself. He was fighting for his life. He was silenced.
The truth was still safe.












Chapter 22
Lullaby's Cave


Hypno in pokemon Firered is #97 in the pokedex. Saying in the
entry "It carries a pendulum-like device. There once was an
incident in which it took away a child it hypnotized." I didn't
expect what I would find when I played a Fire red rom I had
uncovered on the web. I was excited since I had previously lost my
older version of fire red. I started the game with the

name I had once before which was "Cassie" Since I adored the name.
I chose Bulbasaur as my starter and continued on through the game
like I normally would.

I didn't know what to expect when I was leveling up my pokemon
for the Elite 4.

I found a cave hidden off to the side and not remembering it in
anywhere of the fire red version I once had. I even

grabbed my game guide to see if it was on the map and which it
wasn't. I soon believed this was a hacked version of pokemon fire
red I had come across. I was thrilled and I quickly cut down the
trees and explored the cave.

The name of the cave was "Lullaby's cave"and it had the eerie
music of Lavender town playing inside instead of the other music I
had heard through out the game. It was the Lavender town music of
pokemon red.I was a bit scared but I still ventured deeper into the
cave.

Excited as I was I was still scared as to what I might find.
After about 2 doors I had went through I saw a pokemon but I
couldn't move to talk to it and it walked deeper into the cave. The
more I ventured the creepier it became. As the next part of the
cave was covered in fog the music seemed to turn a deeper
pitch.

I was absolutely shocked by the sight I would see in the next
part of the cave.

There was a person laying in front of the pokemon but It seemed
to be tied down. The pokemon came closer to me and I couldn't back
away. A battle scene then was triggered and It was hypno. Instead
of being able to call up any pokemon hypno had used hypnosis on me.
After I was asleep the battle scene ended and the pokemon was
standing in front of my character. I tried mashing any buttons I
could to awake my character but nothing seemed to work.

He started to drag my character over to the girl's and then he
tied my character down. He stayed there as the screen faded to
black.

"A few hours later… " It had read.

The cave was darker than it was earlier and hypno was holding
something. It started to swing which I figured was his pendulum.
The place turned red and

his eyes seemed to turn red.

Underneath the sprite of hypno it read "Hypno used
nightmare."

Then the highest picthed sound came from my speakers and I had
to turn down my volume. It seemed that the girls' and my character
were starting to bleed. As a red line came from their mouths as
they shook and after a bit they stopped and fell as the bodies
started to be covered by a pool of blood. Hypno stood there and he
seemed to start laughing and the screen faded to black only with
his sprite standing where it was.Text started to appear underneath
hypno.

It read "Oh Little children you were not clever. Now you'll stay
with me forever."

The game then faded back ot the opening screen and It only had
the option of New game but no continue.

Hypno is a psychic pokemon who seems to have a dark past with
him. He was my favorite up until that point. I hope that someday… I
will stop waking up to rope burns on my wrist.










Chapter 23
Mutant Future


January 22, 2027: Dr. Hagiru Sato and his team of scientists
from Japan, America, Canada, and Britain begin work on a
matter-energy transference machine.

February 11th, 2033: First machine is tested successfully after
over a hundred failed tests. Controversy over the destructive
nature of the technology ignites.

July 18th, 2033: A catastrophic incident with an energy-matter
machine destroys the city of Hiroshima, in devastation not seen
since the atomic bombs were dropped nearly 90 years prior. Japanese
government officials move to ban work on this technology, though
Western powers urge them to allow it, despite the mishap.

April 22, 2035: First sighting of infected idividuals. Most are
animals, some humans are also shown to be susceptible to infection.
Most seen around the ruins of Hiroshima, which had not been
rebuilt.

May 13th, 2035: Northern Japan is split off from its southern
half as a nation-wide quarantine is enacted. Anarchy soon spreads
through the infected regions. 15% of humans exposed to the disease
are immune and show no side effects. 84.9% are affected fatally by
the disease, which causes cancerous growths. 0.1% of those exposed
are shown to successfully mutate. The "virus" is found to be a
spreadable corruption of genetic material, which causes rapid
mutations in infected individuals. All large animal life is soon
infected.

January 1, 2040: 98% of all animals in Japan are wiped out;
ecosystems ruled enturely by infected individuals.

May 8th, 2048: Japanese Defense Force engages infected
individuals to preserve quarantine. Co-ordinated attacks by
infected humans and animals are seen. High levels of intelligence
confirmed.

May 10th: They fail, and the nation of Japan ceases to
exist.

October 13: The United States Carrier George W. Bush is attacked
and sunk by an unknown force. Later revealed to be a co-ordinated
assault by the infected. Use of atomic weapons to destroy all life
on Japan considered, but denied.

February 12, 2052: Remaining inhabitants of Japan have appeared,
by outward observers, to have begun adopting the infected into
their religions. Part of this religion is a total-weapons ban, and
the banning of violence against infected individuals. This is
surprisingly effective at ceasing conflict with infected
individuals.

April 2, 2055: Infected seen to have spread to North America.
Military preparedness results in a far more contained infection.
Hundreds of thousands in the United States, Canada, and Mexico
die.

March 11, 2061: The United States Army begins experimenting with
the combat prowess of infected animals, who are shown to have a
friendly connection to humans who treat them well, much like dogs.
Initial tests exceed expectations. Later that same year, China,
Russia, Vietnam, and N. Korea react by signing the Kommu Pact,
ensuring protection against the now utterly overpowered West.

July 2, 2063: The Kommu alliance declares war on the United
States. Infected used to great effect.

November 9, 2066: The war ends. Communist states are dissolved,
China and Russia (and all of Asia) are now under the jurisdiction
of the NATO.

December 25th, 2072: The now divided regions that were once
Japan begin to open up to the outside world. Mostly through
scientific trade-off.

February 1, 2081: Japanese scientists sneak into heavily
infected Brazil. They recover the DNA of one of the individuals
believed to be one of the first infected.

Beliefs are that the infected are actually the next phase in
evolution, and to find one of the originals would better help their
understanding. There are many tried and failed cloning attempts,
before a final experiment is successful. The result of this
experiment, capable of self-induced energy-matter transference, is
responsible for the death of dozens before escaping.

May 22, 2081: Ash Ketchum turns 10 years old.










Chapter 24
Tony Hawk's Last Skater


I had just finished unpacking my things after moving house, my
new home was waiting for me, after setting all my shit up, I was
just laying there, bored out of my mind, with nothing to do. I just
kept thinking about what i could do to pass the time when I saw
something in the corner of my eye, a disc. I got up to see what it
was, hoping that it was a game I haven't played in ages. I picked
it up and saw that it was an old Playstation Tony Hawk game, I
quickly remembered all the fun I used to have playing it, I
remember it being somewhat different to all the other games I had.
I was about to plug in my Playstation 2 when I noticed lots of
scratches on the underside of the disc. This made me kinda sad,
because i was hoping that i could have a fun nostalgic adventure on
my old game. Even so, I decided to try it out anyways just in case.
After popping the disc in, I started hearing a curious sound coming
from my television, it was like the sound a record makes if you
push down on the needle too hard. Once the sound finally stopped,
to my relief, I looked back at the screen to see a message appear,
it read, "This disc is unreadable, please call our helpline number
for more information-333-333." I stared at this number in a
peculiar way, why was the same digit used over and over?

Later on in the day, bored out of my mind, I decided that I
should try and get a new game to play instead. As I walked down the
street I saw a phonebooth, I suddenly came over with a sensation
that I should call that number.

As I dialed the number, I noticed that i forgot to put any coins
in, but strangely, it worked anyway. I heard a sudden cough, when a
chilling voice answered the phone; "Heeeello, how may I help you
today?" Creeped out by his tone of speech, I quietly replied "I
would just like to call about a game of mine, it is really
scratched and i need it to be cleansed." I heard a calm breath
under the static, "Veeeery well then… … .Send it to this address… …
9… .9… ..9, Beezle Street." I suddenly thought of how odd a name
that was for a town, that and the fact that he gave me no other
details, all he said was to send it to that address. I calmly
answered with "Thank you?" I heard another breath under the static,
"Your welcooome… .anytime!" Freaked out by this, I quickly slammed
the phone on the hook and tried to ignore the creepy voice.

When I got to the post office, I soon saw that there was no one
else at all, in fact, i was seemed to be the only person in the
street. I slowly walked up to the counter and asked the man if i
could have a stamp, he turned and looked at me and just stared for
a few seconds before calmly saying, "Heeeello, how may I help you
today?" I stopped in my track of mind, I had realised that he
sounded strangely like the person on the helpline. I was careful
when walking home after that, I was more than a little freaked out
about the guy at the post office, I tried to make it home without
anymore scares.

Now it was midnight and I just had dinner, I decided that I
would finally play the game. I sat there in my living room, waiting
for the game to load, when without any of the company logos popping
up, the menu screen appeared. but this was an odd title on it. It
said in giant letters "Tony Hawk's Last Skater." I thought to
myself that maybe this was the final game or something and below it
where four different modes: Begin, Two, Music and Options.
Wondering what kind of music the game had to offer, I chose the
third option. After a few seconds of loading, it came to a list of
songs to play and sort, oddly, there was only one. Seeing as there
was nothing else to do, i pressed X to play the song and it started
playing that horrible record scratching sound. I pressed X
continuously until it instantly stopped. I was so relieved that it
stopped, it felt like my ears were bleeding. I went back to the
menu and this time chose "Begin"…

The game started up rather normally, nothing unusual about it at
first. All there was to see was a grey concrete pathway, a few half
pipes on each side and an empty night sky, but to my annoyance, the
scratchy music was playing in the background. I got used to the
controls very quickly, so I was having good fun grinding along the
edge of the pipes. My character was rather odd though. He was a
caucasian teenager with a red cap, a black hoodie and dark blue
jeans. One thing I found odd about him is that the camera wouldn't
let me view his face, no matter what button I pressed. I spent
quite a few minutes riding up and down the pipes, when I heard an
odd note of a violin being played really loud. My character then
stopped dead in his tracks, I mashed buttons trying to move him but
he wouldn't do anything. It did this for about a minute until the
music stopped and my character suddenly began to turn to face
behind him along with the camera. When it stopped, everything was
gone, all except a lava pit with a rail going into it at an angle
as if the game wanted me to grind it. Seeing as I had nothing else
to do, i jumped onto the rail and started sliding down it and my
character strangely went straight through the molten rock. When I
got to the end of the rail it hit a wall, a wall of concrete. In
the wall of concrete i noticed a gap, I carefully rode into it and
saw nothing but blackness. All I could see was a small pin of white
light in the distance. I continued to ride towards it when I heard
that violin screech again and what happened next would really freak
me out. A chilling voice suddenly shouted "Hurry! HURRY!" I rode
and rode as fast as I could, hoping to get to the end when what
appeared to be lava flooded the screen. Everything suddenly went
black after that.

After a small moment of darkness, the screen suddenly changed to
a loading screen. I wondered just what crazy shit would happen next
when the sound of backward playing violins played. This made me
shit scared, but i didn't freak too much, as i waited for the
screen to load up. It was nothing but a white plain space with a
guy standing nearby a massive gate. I got closer to the featureless
guy to see what would happen when I stopped and heard a calm voice
say "How may I help you?" This scared me, it reminded me of
something else but I couldn't put my finger on it. He said "You've
met with a terrible fate haven't you? You deserve a second chance."
The screen went white and slowly faded into a rather well rendered
street. I soon started rolling my board along the ground, down the
street when I noticed something familiar, the street looked exactly
like the one I live in. I was very curious and carried on going
until I found an open door on a shop. Being curious, I looked
inside to find a man behind a counter who then said in a familiar
voice, "Very well then." I was confused at this point. Very well
what? I heard that shrill noise again and quickly rode outside in
growing fear to find a a sign. What this sign had written on it
would haunt me to this day: "Welcome to Beezle Street. Population:
You and him." My character suddenly turned around to see a guy
behind him. The camera instantly zoomed into the back of his head.
He slowly turned around until I saw his face. I then realised that
it was the guy in the post office. The camera then zoomed out to
show the back of my character's head. He slowly turned round to
reveal his features. It was me, staring straight out at the camera.
And then I heard in a chilling voice, "You're welcome anytime." The
screen then went out into a black screen… and that was it. I sat
there for about ten minutes in shock. After seeing what just
happened, I hurrily rushed up to my PS2 and turned it off. I rushed
upstairs, grabbed the disc out of it, and threw it out the window.
I rushed at packing all my things and ran out the door as quick as
I could, when i saw that guy. He stood there just staring when he
said, "See you again, in Hell!" I ran for my car and opened the
door and jumped in it. I shoved the keys in the hole, turned them,
put the car into gear and smashed my foot down onto the pedal. I
shot of up the road, safe. I turned back in fear to see who was
there and saw nothing behind me but a pit of lava. I turned back
and quickly drove away. Starting to calm down, I looked at my
satnav to see that there was no town behind me, just a mark that
said a mysterious name: "Mt.Lucifer."










Chapter 25
Arnold VonMarshall


My birthday was a few weeks ago and I have to say it was a great
one. I got a ridiculous amount of presents from my family and my
friends didn't skimp on the gifts either. I wound up netting around
$400 total in cash and a good $150 in gift cards. I found this
especially nice as I'm usually not one to have a lot of excess
money but when I do have it, I'm usually at a loss for how to spend
it. After consulting with my friends as to what would be the best
course of action I decided to purchase a Nintendo Wii. I've never
really been terribly interested in video games, but after playing a
few rounds of Wii Sports at my friend's house I was hooked. I spent
a good 4 hours scouring the internet for the best deal (not that I
didn't have money to spare at that point) when I found an eBay
listing for a lightly used Nintendo Wii for only $100. The seller
didn't list too many details as to the condition of the console but
he uploaded pictures and they looked well enough. I was slightly
hesitant to buy the Wii as the seller was a new account and didn't
have any feedback to go off of as far as his reliability, but I
figured I'd give it a shot anyway. When the Wii arrived the I
noticed something peculiar about the box. It seemed to have mold
growing from the corners of it, causing it to wreak to no end. I
disregarded this as I was excited to play my new console, so I
hurriedly opened the box and hooked up the Wii. At first I was
unsure of what to do, when I turned on the Wii there was a whole
bunch of stuff left behind from the previous owner.

Boy was I lucky, it turns out he had purchased a ton of games
from the virtual marketplace. At my disposal was Yoshi's Story,
Super Mario 64, Mario Kart, Legend of Zelda, Super Mario World and
a bunch of other classics. I was in heaven. I played the games for
a good 6 hours straight (I know, no life) until I eventually got
tired and went to bed. When I woke up in the morning I decided I
would look through all of the channels on the Wii to see what kind
of fun I could have. Most of the channels were Virtual Marketplace
games up until the last page where there was just one Icon. It
looked as if there was some sort of problem with the image for the
Channel as it was just a static like box. Not to miss out on a
potentially fun experience I decided I would check it out and see
what game it was.

When I clicked the icon I was brought to a grey screen with the
phrase "persevero" (which I later learned to mean continue in
Latin) in red text. Not knowing what it meant, I decided I would
select it anyway. Upon selecting it I was taken to a menu with 4
symbols on it. Each symbol had a sort of menacing look to it, I
don't really know why but they were just… .unsettling. Once again
curiosity got the better of me, and I decided to click on some of
them. The first symbol I clicked was a vertical line with a circle
running through it, underneath an X. When I clicked the symbol I
was taken to a virtual world very similar to my own. It was as if
the general layout of the city was a carbon copy of mine, but I
digress. The game was like one I hadn't seen before it was a first
person game, but there was really no objective. You started out in
a house (one bearing a remarkable resemblance to mine) and you were
just free to roam about. I spent a good 3 hours walking about the
virtual world when I decided I would see exactly how close this
game world paralleled mine. It was truly remarkable. Everything
seemed almost exactly the same. After another 2 Hours of wandering
around I was booted back to the menu with the symbols, only now
there were only three. I checked my clock and I saw it was getting
late so I decided I would call it a night and head off to bed.

The next morning I was eager to play out the next three symbols
of the mysterious game I had found so I quickly turned on my Wii
and launched the channel. I once again was brought to the menu with
now three symbols. The second symbol was an upside down cross with
a triangle going from the arms to the bottom of it. I selected this
symbol. The game I was taken to was essentially the same as
yesterday's only now there were people. They didn't really have any
features so it looked like there were a bunch of mannequins walking
about the town. I explored the town some more before being booted
again to the symbol menu. I continued to click the next symbol
which was just a square inside of a circle. The game I was taken to
this time was slightly off putting. The world I was in seemed to be
drearier and the characters moved more sluggishly. Upon further
exploration of the town I noticed there were random objects lying
around you could interact with most of which seemed to be knives. I
decided I would interact with one of the knives to see what I could
do, and of course one of the options was to kill a few
mannequin-esque citizens of what seemed to be my town. As sadistic
as it sounds, it was actually pretty entertaining. When you killed
a person they would drop to the ground and writhe in pain until
they finally just vanished. It was strangely… satisfying. After
around 20 minutes of killing random civilians I was booted back to
the symbol menu again. By this time it was getting late and I
decided to get some sleep, and that I'd get around to the last
symbol in the morning.

The night went by relatively quickly and I awoke to a strange
odor in my house. I assumed I had forgotten to take out the trash
and continued on with my morning. I turned on my Wii and I once
again loaded the channel, when I did I was brought again to the
symbol menu. The last remaining symbol was a simple X. I clicked
it. I was taken back to the same game world I was in before only
now, everything was tinted a dark red, and I started with the knife
in my hand. I assumed I knew what had to be done. I ran around
stabbing countless citizens of this virtual town for what seemed
like a good 5 hours when I was booted to the menu. It was blank. I
was relatively disappointed at such a dull ending to what seemed to
be such an interesting game. I decided I would head off to bed for
a nap as 5 hours straight of game play was rather tiring having to
flail my arms as if stabbing for so long.

While asleep I had a very weird dream. I was alone in a black
room holding nothing but a knife, and another man came in. He had a
distinct gunshot wound on his forehead and he reached his hand out
to me. I stood staring back at him not knowing what was happening.
In a very distorted almost demon-like voice he repeated
"Congratulations, you are done now." for the remainder of the
dream. Upon waking I noticed the stench from earlier in the morning
had gotten much stronger so I decided to spray some air freshener
and get some lunch. While eating I checked my email and noticed a
message from the eBay seller who had sold me the Wii. It read
"Congratulations, you are done now. Sincerely -Arnold Vonmarshall".
This creeped me out a huge amount as these were the exact words
said to me in my dream. I shook it off as a coincidence and
continued with my day.

The stench I had smelled earlier was now overbearing so I
decided I would take a look around to see what was causing it. I
looked just about all over my house before I realized it was coming
from the basement. I opened the door and walked down the stairs to
find a pile. A pile of dead bodies. I was horrified. I looked in
absolute terror before running upstairs and trying to make sense of
everything. After a good hour or two of staring terrified at the
wall I decided to go back down and try and see things through. I
slowly opened the door and walked down towards the pile when I
noticed something pinned to the stairs. It was a print out of a
shipping label for some address in Houston. The return address was
to an Arnold Vonmarshall. I immediately ran upstairs and searched
his name on Google. It turned out Arnold Vonmrshall had killed 23
people in a small German town before killing himself. His obituary
said he died four months ago. Just after having read this I heard a
bang at the door. It was the police.










Chapter 26
Pokemon Lost Silver


You see, I am a simple college student living alone in an
apartment. I was very enthusiastic about the release of
HeartGold/SoulSilver on the states. I have purposely locked myself
out of all media and the internet aside for school purposes. That
means no 4chan, no /v/, no Bulbapedia, etc.

As I was busy with the school year and being a poorfag at the
time, I wasn’t able to buy SoulSilver on launch date. After my
school year ended, I ordered SoulSilver on Amazon (sorry, I’m not a
faggy pirate). However, it would take a week for it to arrive. I
decided that during that time, I replay my Crystal version on my
Gameboy Color.

However, I realized that long ago, my mom threw it away because
I told her the save went dead, and I was very upset about it then.
She also threw away my Silver version, so all I have is my Gameboy
Color. As such, I set out to Gamestop and bought a used Silver
version, as it’s the only Pokemon game left that they have for the
GBC. Ten dollars – fairly cheap despite it being Gamestop.

I went home and started it up for a nostalgia trip. However,
that’s where things started getting bizarre, and most likely the
reason why you read this.

The Gamefreak logo started up as normal, but it just froze
there. I thought the cart was just errored or something, so I
turned it off and on. The same thing happened. I tried pressing A
and Start over and over, and all of the buttons. Eventually, the
logo vanished and there was a black screen for about five seconds.
Suddenly, rather than going to the usual menu screen, I was already
in the game in a previous saved file, which was odd as I was
expecting all of these carts to have been wiped by the poor
battery. Either way, I wasn’t complaining, as I would have chosen
the “Continue” option to see what the previous guy did anyways.

First off, I checked his trainer information. His name was just
“…” – He didn’t have much originality.

I checked his profile and apparently he had 999:99 hours put
into the game, with all 16 badges, 999999 Pokedollars and all 251
Pokemon on the Pokedex.

Seeing as he apparently had Mew and Celebi logged also, I am
guessing he either used a Game Genie or is a really hardcore
Pokemon player back then.

I checked his Pokemon to see what badass team he has. To my
surprise, I saw 5 Unowns and a sixth Pokemon named “HURRY”. I’m
thinking that this must be some cruel joke by the person who last
played this game, but I decided to check the profiles of those
Pokemon anyways. As expected, they were different letters of Unown,
all Level 5. I was a bit shaky with my Unown alphabet at the time,
but I identified the word spelled out to be “LEAVE”.

As for the sixth Pokemon, it turned out to be a Cyndaquil (mind
you, this is before there were individualized Pokemon icons). The
Cyndaquil looked normal, but it was Level 5 with only 1 HP left
with only two attacks: “Leer” and “Flash”. I don’t know why they
named him “HURRY”, but at the time, I just disregarded it. The most
eerie thing was that, despite my volume being at max, none of the
Pokemon he had said their usual cries. Just pure silence.

Having enough of the team, I closed it. I was parked at what
appears to be a room inside Bellsprout Tower. However, for some
reason, there were no NPCs around. Even more eerie was that the
“pillar” in the middle didn’t move at all, as if just leaning on
its side. There was no music at all, and there was no exit or
ladder, or least I thought there wasn’t.

I walked around for a few minutes but can’t seem to find a way
out. This was certainly not a room I’ve seen in the Bellsprout
Tower before. I’ve tried checking my items for an Escape Rope, but
the bag was completely empty. There wasn’t any Wild Pokemon
either.

Finally, I’ve managed to find a ladder, which turned out to be
behind the “pillar”. The screen turned black and the music finally
started playing. I had a sudden chill, as I recognize that melody I
heard to be the theme you hear when you listened to the radio at
the Alph Ruins where the Unown are at.

I immediately realize that it wasn’t a loading transition, but
rather I was in a dark room and would need Flash. Before I took
care of that though, I immediately checked my Pokegear to change
the radio to something more pleasant, but it turns out that there
was no Radio card, or even a Phone nor Time cards. There was only a
Map card in which Gold (“…” from earlier, and I will call him Gold
from now on) was just walking in a midst of black.

I recall that Cyndaquil has Flash, so I turned off my Pokegear
and made Cyndaquil use Flash. I didn’t see any message saying
“HURRY has used Flash!” or anything like that. The room just became
lit just like that, and I soon regretted it. The room was a
chilling blood-red with a linear gray path heading south. The
ladder I used to go up/down was not there at all.

I had no choice but to head south. The screen got darker every
20 steps I made, until I finally made it to the end, which appears
to be a sign. I read the sign, which said “TURN BACK NOW”.

Suddenly, I was asked to answer YES/NO, but there was no
question asked. I chose YES as I do not know what it was asking,
and the screen went black again, making a “ladder climbed” sound.
The Unown Radio music stopped, and in a few seconds was replaced
with the not-as-creepy Poke Flute radio music.

I was in another dark room, but I held my breath and used Flash
again. Suddenly, it said that “HURRY has fainted!” which was odd
since I recall that there was no status conditions like Poison on
him, and I clearly wasn’t in a battle. I checked my Pokemon quickly
and suddenly he’s no longer in my party. In fact, after a bit of
investigating, none of my Pokemon are there, but instead all
replaced with Level 10 Unown. I did the same thing as before and
spelled out the Unown. My then team of Unown spelled “HEDIED”.

Either way, after that creepy change, the room was lit to reveal
myself in a very small room that appears to be only four squares
big. The walls of that room were gray bricks, as if I was inside
something that was hollowed out. Outside that room appears to be a
bunch of graves similar to the ones in Pokemon Red/Blue. I’ve
walked around that small room and pressed A but nothing
happened.

I’ve already concluded that this was clearly a hacked game and
some sadistic fuck sold it to Gamestop. However, my curiosity kept
me going. I checked the trainer profile of “…” again only to find
out that the sprite of Gold was missing his arms. He also seems to
appear less smug, but rather seems more sad and empty in a way that
I do not know how to describe. For some reason, it also now said
that he has 24 badges, which was clearly impossible.

After a few minutes of aimless wondering, my character suddenly
spun and did the Escape Rope spinning animation. Instead of flying
up though, my character spun downwards slowly, as if sinking.

After that screen, the music stopped. After finally landing, the
overworld sprite of Gold is coloured differently now. Instead of
the usual red colour he dons, he appears completely white now,
including his skin. It’s as if he came straight from the colorless
Game Boy games placed into a colored background of the Gameboy
Color. I checked his profile, and now, while now is as white as his
overworld sprite, he lost his legs and has what appears to be
bloody tears from his eyes. It also says he now has 32 badges,
which now starts to disturb me as this change of number seems to
represent something important.

I also checked my Pokemon, which this time contains 5 Unowns and
a Level 100 Celebi without a nickname. The Unown are this time
Leveled 15 and spelled out “DYING”. I checked the Celebi’s profile.
It was a shiny Celebi, except there’s only half of the sprite. One
leg, one arm, one eye. It only has one attack: “Perish Song”.

The area I was in itself was the Sprout Tower with the immobile
pillar as before, except everything is apparently red now. I walked
north for what felt like forever. Eventually, I finally encountered
some generic men and women NPC. They were all lined up to the side
just facing the long slantish pillar in the middle. They were also
white, and nothing happens when I try to speak to them. I kept on
going north until eventually the pillar finally appears chopped
off, with a transparent Red in that spot. I went up to Red and
without even pressing A, I was suddenly engaged and finally in a
battle.

The music starts again, which it sounds like the Unown Radio
music again, but played backwards. Gold’s battle backsprite matches
his front one with the bloody eyes, white skin, and lack of arms,
while Red’s sprite was the same as before in GSC except
transparent. The text simply said “wants to battle!” as if he has
no name, and both of us only have one Pokemon each, which is weird
as I swear I had six with the Unowns. My shiny Celebi came out,
conveniently with half-a-sprite for the back sprite also. The
“Shiny” noise and animation was different, as the sounds it made
sound like multiple “Screech” attacks used consecutively. Red sent
out a seemingly normal male Pikachu, except he is Level 255 and his
sprite seems sad and has tears in his eyes.

Rather than the usual “FIGHT/ITEM/PKMN/RUN” menu, I was only
given the option to use the Attacks. Since Celebi only has one, I
chose it. Naturally, since Pikachu was Level 255, he went
first.

“PIKACHU used CURSE!”, lowering his Speed and increasing his
other Stats. I’m not even sure if Pikachu could even use Curse.

“CELEBI used PERISH SONG!” In three turns, both Pokemon get KO’d
– not like I have a choice.

At this point, it didn’t even go back to the Fight menu, as the
battle just continued without me. Also note that there was no
animations at all for some reason.

“PIKACHU used FLAIL!”, which didn’t do much damage despite his
Level and boost as his health was maxed.

“CELEBI used Perish Song!” Nothing happens as it was already
used.

“PIKACHU used FRUSTRATION!”, which did a shitton of damage,
knocking Celebi down to less than 10 HP.

“CELEBI used Pain Split!”, which surprised me as Celebi didn’t
even have that attack in the first place. Now Celebi and Pikachu
have about 150 HP.

“PIKACHU used MEAN LOOK!” Not like that did anything.

As expected, due to the effects of Perish Song, my Celebi
fainted. Except in the text, it said “CELEBI has died!” and instead
of the ordinary drop off the screen animation, the CELEBI
backsprite just vanished. For some reason, the Pikachu was still up
even with Perish Song and it didn’t count as my lost. Pikachu used
one more different attack beyond the 5 attack limit:

“PIKACHU used DESTINY BOND!”

Afterwards, it said “PIKACHU has died!”, with a slow fade-out
animation. Apparently, I was the winner, as the transparent Red
Sprite showed up and said “……….”

At that point, I just freaked out, as that transparent Red
sprite was suddenly beheaded, leaving nothing but his transparent
body. The battle then ended at that point and faded out along with
the music.

I’m back in the overworld, with another change to the Gold
sprite – he’s now as transparent as Red’s overworld sprite. I
quickly checked Gold’s profile, where this time the only thing
remains of him is his head, with a transparent skin. The head was
zoomed in a bit, showing a black void in his eyes. It now stated
that he now has 40 badges. I then backed out and checked my
Pokemon. They were all Level 20 Shiny Unown, which when spelled
out, read “NOMORE”.

I was at what I now know is next to the end. There was
apparently no music playing, but for some reason I still felt like
something was there that could be heard. I was back in my room in
New Bark Town. Maybe finally I get to play this game properly, but
who am I kidding. I knew that sadistic fuck must have done
something. I “walked” around my room to interact with things, as
I’m a bit afraid to go down the stairs to see what was awaiting
down there. Note I said “walked”, as while the background was
moving, Gold was not moving his transparent limbs at all while
doing so, just floating like those ghosts you see in
Diamond/Pearl.

As expected, the radio, computer, and TV did not work, so I had
no choice but to go down the stairs. I ended up in the same lower
level room of my house. Everything appears normal, except mom isn’t
home. After failing to interact with anything in this room, I
decided to go outside. To my surprised, that door leading outside
at the south didn’t work, and instead I just walk straight through
it to a void. I continued moving south to see what the fuck was
going on. My house vanishes as I head south into the void. It was
creepy as when I entered the void, the outline on Gold’s
transparent sprite turned white to contrast with the pitch black.
Eventually, I reached a white area and Gold’s sprite turned black
and transparent again. I continued south without thinking of
stopping at all.

After a long trek south, I finally encountered something. It was
GOLD’s regular sprite. I talked to it. He said “Good bye forever
….” (notably with a space inbetween the forever and ….), and
vanished. As that happened, it said “??? used NIGHTMARE” which at
that point, I would not deny that being possible. Gold did another
Escape Rope animation spinning slowly downwards like before.

I’m now back into that small hollowed-out room surrounded by
graves earlier. Or at least I say I was back there, as there’s no
sprite anymore. I tried to walk around but nothing moved – not even
wall bumping noise. I checked my trainer profile with absolutely no
Gold sprite left. It said I have 0 badges and all the pictures of
the Johto Gym Leaders at the bottom were replaced with skulls.

I checked my Pokemon, which were all Level 25 Unown. As
expected, it spelled out a phrase that I dared to read.
“IMDEAD”

As soon as I went back to the overworld, the room I supposedly
was in was then covered with the same blocks as the walls. I then
figured out what exactly that room was when the final text was
said: “R.I.P. …”

That room was a big grave, surrounded by other grave. Gold has
already been dead. He died presumably a few years after he defeated
Red.

He was a young trainer who, despite his efforts in collecting so
many badges and attempts at becoming a Pokemon master, was still
unable to avoid the inevitable fate of death, and his efforts were
eventually forgotten by the next generation.

I was unable to escape from that text no matter what I pressed.
I tried resetting the game, and the same thing happened, at which I
then finally decided to give up on that horrible nightmare. After
that experience, I will never look at the “gimmick” Unown the same
way again. They say that only the first generation have folk tales
and legends, but the second generation have shown me how unpleasant
the truth can be. I eventually enjoyed SoulSilver immensely, but I
still can’t unthink what that rigged game have told me.










Chapter 27
The Hunted


I got a game PC game on a CD from a friend.  I don't
really know ANYTHING about it. I'm gonna have to go from memory
here - I lost the disc (probably got scratched to fuck, I used to
take terrible care of discs), and my friend just said it came in
something he bought called the "Super Multipack," one of those
collections of shoddy PC games you used to see in stories all the
time for like 8 bucks. Wish I could find the thing, because I never
managed to finish it.

The game itself was called "The Hunted," and seemed inspired by
one of those old-fashioned point-and-click adventure games.
Starting it up reveals a stark splash screen with the words "THE
HUNTED" and a copyright for some company - I think it was "UniGame"
or "UniGames." Anyway, the splash screen goes down with the press
of any button, though it got my attention once. At first, all you
hear is generic creepy music; generally I just started right away.
However, I got up to get myself a can of coke once and got kinda
sidetracked (bee in the house). I came back and I can hear
breathing in the back of the sound track; I'd never heard it before
because the splash screen ditty is pretty short and seemed to loop.
Anyway, the breathing gets louder and more ragged, then suddenly
stops, along with the music; a loud male scream is played, and then
the track loops again. I thought it was a nice touch.

When you start The Hunted, a screen comes up telling you what's
going on. Obviously I can't quote it word for word, but it tells
the player that he inherited a house from his grandfather
recently-dead and that you went to go check it out - pretty typical
stuff.

You start the game in the house's foyer; the game is 2D and shot
from overhead. Your character walks forward a bit and messes with
some furniture; you find a journal and get to read the last entry.
It's a suicide note from your grandfather, who is supposed to have
died of cancer or something. Only line I remember specifically was
"I can't run from the hunter any longer."

The game takes the form of you exploring the house and looking
for clues about your grandfather and this "hunter." It's fucking
huge and generally pretty bland; it's easy to get lost. Progress
affects gameplay; occasionally doors won't open to the right place
later in the game. Music appears to have been a fixation for the
dev, and it gives you "hints" that things are going wrong/getting
worse, getting more discordant and ominous with time; notably, the
soundtrack is accompanied by a stylized "heartbeat" in all of its
forms. This "heartbeat" speeds up as you find out pretty generic
hurp durp curse/ancient evil information about the house and your
family's history. Failure is time-related and the clues branching.
If you take too long (noted by the "heartbeat" speeding up to a
frantic non-heartbeat speed), you'll hear a door creak open and the
screen will go black. You hear the words "I've found you," and the
game goes back to the splash screen.










Chapter 28
Majora's Mask


So, I don't know if you guys are too young to remember
GameSharks, I'm not even sure if they make them anymore. They were
this cool little thing that you could plug into a game console and
use to hack the game and discover cheats. My buddy still has one
for his old Nintendo 64, and we still like to mess around with it
sometimes. I found a used copy of Majora's Mask the other day, and
I realized we'd never tried to hack it, so I dropped five bucks on
the cartridge. Last night I called up my friend, grabbed a case of
beer, and went over to his house for some sweet drunken retro
gaming.

We were having a great time, making Link fall through floors and
walk through walls and all that good stuff. We even found a code
that caused a huge number of those annoying little dogs to spawn,
swamping the map and generally causing chaos. After the standard
cheats got boring, we decided to run the code search on the
GameShark again. Oddly enough, the GameShark came up with a brand
new code sequence, one we'd never seen before. Being slightly
buzzed from the beer and bored with throwing infinite bombs at
unsuspecting enemies, we punched the code in and fired up the
game.

GameSharks have a tendancy to cause minor glitches, so neither
of us was very surprised when the game completely skipped over the
menu screens and jumped directly into the action. We were outside
of the snow temple, and the clock was stuck at a couple minutes to
midnight on the third day. The moon was leering at us from the sky,
nearly ready to crash into the ground. Other than the frozen time,
the game seemed to be functional, so I pushed forward on the
control stick and sent Link off in exploration of the world as it
teetered directly on the brink of the apocalypse. There was a
distinct lack of enemies, and strange patterns of pixels would
randomly appear and disappear.

Naturally, we were starting to get pretty bored since we had
nothing to kill. I decided to shut the console down and try another
code, but I figured I'd look up at the moon one more time. To my
surprise, it was much larger than it had been before, and we
realized that it was still approaching the earth despite the fact
that time was stopped. It was nearly ready to crash down, so we
decided to see if anything cool would happen in the end game cut
scene.

Oddly enough, the cut scene never triggered. Instead, the moon
just kept getting closer and closer. I could barely make out
movement on it, and I realized that the spinning Majora's Mask from
the menu screen was appearing on the surface in a flurry of oddly
shaped pixels. The spinning mask continued to get clearer and
clearer until it completely hid the moon's evil grin. Something
seemed very wrong with the mask though, it seemed too well animated
for an image on a Nintendo 64. The lines and details were very
clear, and the colors were far too vivid. As the mask spun around,
the eyes seemed to follow me, staring directly at me. I was
hypnotized by it, and I sat there, beer in one hand, controller in
the other, unable to look away from the screen.

Extremely disturbing images began to flash across the TV screen
as the moon continued to approach. Everything appeared to be on
fire, and quick glimpses of the poor, innocent animated characters
of the town showed them dying extremely gruesome deaths. Majora's
Mask completed one final rotation and stopped, staring directly at
us. A gnarled hand came up, slowly pulling the mask away, and
underneath was the Skull Kid, a horrible expression of agony and
pain burned on his face. He opened his mouth, and with a sickening
groan of cartridge era video game sounds, uttered the words that
have been haunting me at night. "You lost the game."

The screen went pitch black., and the Nintendo 64 shut off. Me
and my friend looked at each other, unsure of what we'd just seen.
He claims it was just an alternate ending the producers didn't use
in the actual game, but the whole thing seem way too paranormal to
be that easily explained.










Chapter 29
Fallout 2 Secret Ending


In Fallout 2, after you beat the game you can continue playing.
Remember that defunct vault near the beginning? The one with the
toxic sludge on the ground and the elevator where you kill golden
geckos? It's called "toxic caves" on the world map, but it is
clearly a very small vault with 3 levels. (Including the first cave
level, where you take a ladder down to the actual vault
structure.)

Well, if you have one of the original pressings of the game and
you have not patched it, you can return to the toxic caves after
the game is over and if you have the item "heart pills" from the
Westin murder quest, you can kill yourself in the elevator.

After the usual death scene plays, the screen will stay black
without the menu screen opening up. After several minutes, you will
begin to hear a hollow echoey white noise cave sort of sound. The
screen will slowly fade back in to find your character in a pile of
that nasty biomass goo that was all around the Master from the
first game. Your character will stand up and the usual ambient
soundtrack will start playing, but the white noise will still be
there.

Explore this new level, but DO NOT pick any locks. Those areas
are extremely off limits and the developers put some very nasty
programming tricks into the code to protect their secrets.

As you continue farther into the level, you will hear the white
noise continue to increase in volume and the ambient soundtrack you
are so used to will exhibit strange artifacts. This may be because
of the difficulty of playing two music tracks simultaneously in the
Fallout engine which wasn't designed to be able to do this.

Passing locked door after locked door, you will come upon many
of the characters you met earlier in the game. Oddly, you only find
characters that died, or that would be reasonably be expected to
die after you last saw them. Like the official endings, the
characters found vary depending on how you played the game… if you
were the good guy and tried to solve problems without violence, you
will only find a few bad guys and unfortunate victims here. If you
slaughtered every town, you will see several hundred
characters.

Regardless of what you did earlier, none of the characters will
speak to you or react to any action in any way. They can't be
pickpocketed, killed, pushed aside, or healed. If you try to use
First Aid, Doctor, or any healing items on them, the game will tell
you in the text box, "It's much too late for that, Chosen."

It would appear that this area is purgatory, or possibly hell,
based on being populated entirely by dead characters. The final
character, standing just before the final door is always a Player
Character model from the first Fallout. This is the only character
you can interact with and as you appraoch, the white noise reaches
a crescendo and the ambient music abrupt cuts out. If you simply
bypass him and open the door, the game will play the end credits
once again, only with pictures of Hiroshima and Nagasake victims in
the background. This is in extreme poor taste and many have
wondered why the creators would be so insensitive. When asked, they
deny the sequence exists and call it a hack that was never in the
game at all. After it ends, you are greeted with a typical game
over screen and are booted to the desktop.

If you talk to the final character, he will explain that he is
in fact the Vault Dweller from the original game, your ancestor. He
will tell you that he is disappointed in the way you turned out and
he will turn his back on you and your character will collapse into
a pile of bones in a death animation that I have never seen in the
game itself. Afterwards, the game will fade to white and lock up
the computer, forcing a hard reset.

There is a third option. Those locked doors I mentioned earlier.
This is one door, it's always random as to which door, but if you
get lucky in picking you can use any heavy explosive to blow it
open. Inside, you will find a single footlocker hold a 10mm pistol
with no clip in the picture and no ammo in it. None of your normal
10mm ammo can be used. You can "load" the gun with the "easter egg"
found in the basement of New Reno Arms. Fire this into the head of
the final character and the game will cut to a over-the-shoulder
video showing a young man playing an unidentified Fallout-like
game. Some people claim that this is an early version of either
Fallout Tactics or Van Buren, but nothing on the screen seems to
fit either of those games. Also neither of those games had started
development at the time of the orginal pressing of Fallout 2. The
video itself is poorly lit, with the apparent intention of being a
creepy si[her, but nothing spooky actually happens in the video.
The man simply plays the unknown game and the video slowly fades
into your desktop (a cool trick, I'm not really sure how they
managed a dragually translucing screen back then).

Another strange trick is that according to many players, the
final character always matches the character they most recently
played in Fallout 1. Both gender and their apparel at the end of
the previous game are represented. At first this would appear to be
a savegame hack, much like Psycho Mantis in Metal Gear Solid, but
the trick works even if the original Fallout was played on a
different computer without transferring any data to the new PC.

It's recommended that you do not turn on any televisions in your
house for several hours after experiencing this extra ending. You
will quickly realise that the white noise in the game is identical
to the white noise now coming from your television. Cable,
satellite, and even antenna, if you still have that, are all
somehow incapable of picking up a signal for some time after the
secret ending. All internet connections, however seem to still
work. That's how I'm writing this to you now. The funny thing is, I
turned my television back off nearly an hour ago, as well as my
computer speakers… but I still hear the static getting louder.










Chapter 30
Taboo


Taboo is a mysterious game developed by Rareware and published
by Tradewest, is the first game with two advices in the cover, an
age recomendation and one warning of considering all the game
atrocities as simple fun. The programmers commited many
irresponsabilities, as in the manual you can read that with Taboo
you will be dealing with evil forces trying to destroy you. One of
the most disturbing thing is the main screen that receives you with
a red-eyed skull. Here is the anecdotes from a witness:

" I'm from Chile, here, the urban legends are a very popular thread
to talk about. One of them was a mysterious game named Taboo, I
wanted to play it, and I have downloaded a NES emulator, and the
Taboo ROM. It was the 16:38 when I played it, the stupid game was
boring it sucked the donkey's balls. But late at night, I played it
again. I writted my REAL NAME AND BIRTHDAY, then I choose my
question: "IS THIS A GOOD GAME?", because I haven't any questions.
Then a dizzy animation started when shuffling the cards, after the
screen went black, I felt a little bad, I was with a mild headache.
Then, in one of the cards, it showed me the Devil, with a creepy,
low-pitched music. Then, the game suddenly stopped, and the
red-eyed skull showed me in the screen, and a high-pitched scream
sounded and my PC freezes. Then, I went to sleep, when behind me I
felt a heat, somebody touching me, but no one was behind me. I was
experiencing sleep troubles, then I saw it: the red-eyed skull was
watching me in the living room. It was just standing there, I woke
up thinking it was a dream, but no, it was real. I was really
scared, because I readed somewhere in the forum that I participate,
that one forum user, died 2 weeks later after playing the game,
then I heard my cellphone, I answered it but no one answered me, I
only heard an ultrasound (it's called here). Then a paint in my
house fell to the ground. No one were in my house, but I knew that
I wasn't alone. Suddenly, I saw a ghostly face behind me and I fell
and smashed my head with the kitchen table used to cut the meat.
After that, I don't remember anymore."










Chapter 31
Blitz - The League II


﻿I just moved to a new house, neighbors said that it was
haunted, but my parents didn't believe that kind of stuff, and I
moved to a bedroom that allegedly belonged to a boy that suicided
because the parents abused of him. I installed my XBOX 360, and I
connected the Video/Audio cables to a TV that was lying in the
floor. It was clean and it worked as new, my TV doesn't worked well
at all, so I left it for my parents. My parents left me alone in
the house, as they went to the supermarket to buy some groceries
and paint cans to paint the house. I played it for 30 minutes when
I felt some heat in my shoulder, like someone touched me, but no
one was in my house. Then, I went to the bathroom to urinate when
in the first floor I saw a shadow of someone walking to the stairs
(where I was) so I closed the door quickly and locked it. I stood
in the bathroom for 10 minutes to continue playing, I was winning
35 - 7 against the L.A. Riot, in Division 2, then I hear some
scream that came from nowhere, later, the scream was loud, I walked
downstairs, to turn on the lights, but the lights didn't worked,
and I heard another scream yelling TOUCHDOWN!, I walked upstairs
again to find my TV with a ghostly face on it, smiling. Then, I
moved the cables with the eyes closed and the game returned. I used
my linebacker to injury the quarterback when suddenly, when I ended
targeting the body area, the game freezed, and then the screen
blacked out. After 30 seconds, instead of a injury, the ghostly
face returned and emitted a ear-piercing shriek that house echoed
it. And started to scream, I couldn't outstay it and I ran hearing
all the screams that the TV was emitting and I asked a neighbor for
help, but he said that he didn't hear anything and I returned to
home, the screams were louder as I walked upstairs then, I don't
know how, but I fell downstairs and I broke my ribs, then I saw the
shadow in my room, with a football on his hand, I fainted until my
parents arrived the house. They found me 5 minutes after I fell
downstairs. We move again, but due to the problems I was
experiencing, I decided to buy a new copy of Blitz - The League
2.










Chapter 32
Call of Duty Modern Warfare 2 Deleted Scene


I always liked Call of Duty games. Yesterday, I bought a XBOX
360 and a original copy of Call of Duty Modern Warfare 2.
Everything was working well, except for the sound, the gun sounds
sounded very weird and creepy. The characters' speech was OK, I
heard Sgt. Foley's and Cpl. Dunn's speech in Same Shit Different
Day mission. I noticed that the Veteran difficulty didn't appeared,
instead, something was written in a weird language. I played the No
Russian mission and I noticed something out of normal. Makarov says
normally "S Nami Bog" in the start of the mission, but I heard
something like "Dobro pozhalovatʹ v ad" a friend that is studying
the Russian language told me that it means "Welcome to Hell" or
something like that. Then, Makarov said as always: "Remember: No
Russian". And the screen blacked out for 10 seconds to return to
normal. When Alexei Borodin drawed his weapon, I started firing,
and the people begins to scream, but was occuring something weird,
the screaming I heard was like if people were screaming outside my
house, it was too real, and I was a bit scared about it, all was
too real that one time I thought that was robbing in a house or
something like that. But I continued playing until finishing the
stage until I arrive the ambulance where Anatoly was waiting for
the guys, then Makarov killed me with his gun. But then I noticed
something really out of normal, the Ambulance gone, but tipically,
some Russian Special Force men came to see the Borodin's corpse,
but no one appeared, I was bleeding to death as the screen goes to
black instead of white. Then, extremely disturbing images appeared
in the screen, like real corpses with realist blood on it, all the
images were in high definition, and the TV emitted
lost-signal-sounds and some screams and laughing can be heard in
the background. Then, a video of a man killing another man showed
in my screen, the dead man was shot in the head and realist blood
and grey matter was in the ground and the camera focus the face for
5 seconds after continuing to the 'Takedown' mission. I went to the
local I bought the XBOX, but the shopkeeper who attended me wasn't
working anymore there.I always liked Call of Duty games. Yesterday,
I bought a XBOX 360 and a original copy of Call of Duty Modern
Warfare 2. Everything was working well, except for the sound, the
gun sounds sounded very weird and creepy. The characters' speech
was OK, I heard Sgt. Foley's and Cpl. Dunn's speech in Same Shit
Different Day mission. I noticed that the Veteran difficulty didn't
appeared, instead, something was written in a weird language. I
played the No Russian mission and I noticed something out of
normal. Makarov says normally "S Nami Bog" in the start of the
mission, but I heard something like "Dobro pozhalovatʹ v ad" a
friend that is studying the Russian language told me that it means
"Welcome to Hell" or something like that. Then, Makarov said as
always: "Remember: No Russian". And the screen blacked out for 10
seconds to return to normal. When Alexei Borodin drawed his weapon,
I started firing, and the people begins to scream, but was occuring
something weird, the screaming I heard was like if people were
screaming outside my house, it was too real, and I was a bit scared
about it, all was too real that one time I thought that was robbing
in a house or something like that. But I continued playing until
finishing the stage until I arrive the ambulance where Anatoly was
waiting for the guys, then Makarov killed me with his gun. But then
I noticed something really out of normal, the Ambulance gone, but
tipically, some Russian Special Force men came to see the Borodin's
corpse, but no one appeared, I was bleeding to death as the screen
goes to black instead of white. Then, extremely disturbing images
appeared in the screen, like real corpses with realist blood on it,
all the images were in high definition, and the TV emitted
lost-signal-sounds and some screams and laughing can be heard in
the background. Then, a video of a man killing another man showed
in my screen, the dead man was shot in the head and realist blood
and grey matter was in the ground and the camera focus the face for
5 seconds after continuing to the 'Takedown' mission. I went to the
local I bought the XBOX, but the shopkeeper who attended me wasn't
working anymore there.










Chapter 33
Grand Theft Auto - Episodes from Liberty City


It was very boring in my house with my PS2, I have finished San
Andreas, and playing it over and over quickly bored me, specially
when I got the 100% of the game. I was walking, some sad, because I
didn't have the money to buy a XBOX 360, when I saw a XBOX 360 box
in the garbage, I took the box and I ran to my house. I opened the
box and I found a XBOX 360 in perfect conditions and it came with
two games: A copy of Left 4 Dead 2 and Grand Theft Auto: Episodes
of Liberty City. As I love the GTA games, I put on the GTA: ELC.
The XBOX had only 1 profile that was named 666, he or she unlocked
all the achievements of Left 4 Dead 2, but wasn't any achievements
of GTA, that got my attention quickly, I thought "I'm gonna get all
the achievements myself!". I was using the 666 profile, then I
changed my name to Lineman999 and started to play GTA. I always
wanted to play Lost and Damned, but the CD-Cleaning message always
appeared me when playing TLAD. Then, I played The Ballad of Gay
Tony. The game started game normally, but in the first mission (I
LUV LC) there wasn't any people, any buildings, anything, I was
alone in the underworld (as the game errors are called
Underworlds). I heard some people screaming in a very real way, the
screen were strobing with many colors (as the cops were chasing
me), I closed the eyes because I am epilepthic. And blood came from
nowhere, and my screen filled with realist blood (as someone's
blood fills the screen) but Luis didn't have any scars or injuries
on his body. Then the music player opened itself, a file named
666.mp3 started to play, and horrible screams, lamentations and
laughs started to sound in my TV. It scared me and closed the game
to delete the file from the library. But I couldn't found the file
anywhere, the screams started to become louder, later, I looked the
image library and I found disturbing images of real murders,
ghosts, killers, scary faces, the smile.jpg image, and the infamous
photo of the Columbine Massacre killers dead in many angles. I
tried to delete them, but the XBOX displayed a message that I can't
delete them. It showed me a weird message: "lleH fO ytreporP",
which means Property of Hell, and the theme of my XBOX transformed.
Everything was changed to hellish things, including the murder
photos. I simply turned off the volume of my TV to stop hearing the
screams, I was very scared but I played GTA anyway. Later, the XBOX
asked me to log in with my profile again, and I found many profiles
with name 666, my profile has been changed to 666. And the screen
turned red. And the game started. I played TBoGT again to found the
game empty. The screen filled with realist blood and the horrible
screams were audible, even if my TV's volume was turned off. Then,
my door started to open and close quickly, the lights in the first
started to flick and Luis's face were turned to an evil look that
looked too real, and the camera focused him and he babbled "You
will pay the consequences!". And the character started to move by
itself, the XBOX didn't recognized the joystick and I couldn't do
anything. Luis started to do things ignoring the game physiques
like put his head into his knees and moving his body parts
irregurarily, and a laughter sound and horrible screams and
lamentations too, and then, my screen filled with blood totally.
Then, as the joystick disconnected, the XBOX displayed "It's too
late, kid… You're dead!" instead of the original message saying
that you must connect the joystick again. I tried to shutdown the
console but I can't, as I much I pressed the shutdown button, later
the Three Rings Appeared and the screen went crazy and melting down
as the screaming were louder. Then I disconnected the XBOX and
threw it to the garbage. Then, I heard man talking with another
about a satanic XBOX owned by a satanic cultist and used it to make
rituals to the devil.










Chapter 34
Fallout 3 Numbers Station


Fallout 3 contains several in-game radio stations. The most
diverse and important station is Galaxy New Radio. Many players of
the evil persuasion know that you can kill Three Dog and he will be
replaced by the technician Margaret. She is not a charismatic
person and has very little it say, seeming to not enjoy her new
announcing duties. She also never appears in person, and therefore
cannot be killed. Once Three Dog is dead, you're stuck with
Margaret.

What most players do NOT know is that under certain
circumstances, GNR will become a "numbers station." A numbers
station is a station that broadcasts an unusual coded message. Many
of these exist in real life and some hypothesize that they are a
nuclear retaliation control network. Simply check Wikipedia for
more information about these odd broadcasts as they relate to the
real world. Back to Fallout 3…

No one is really sure which actions are needed to hear the
numbers station in Fallout 3. It appears that you must kill Three
Dog, because no one has reported hearing the numbers station with
him still alive. It also appears that you have to skip over the
quest "Galaxy News Radio" where you help boost the signal so that
the station can be broadcast further than just the immediate DC
area. This is easy enough to do with either a speech check or
simply using the FalloutWiki to look up where to go next and
advance the main plot. Finally, you definitely have to destroy
Raven Rock. The is the actual trigger to turn GNR into a numbers
station and it will remain such for the rest of the game. However,
the vast majority of the players who perform these three actions
still continue hearing the standard GNR broadcasts, so there must
be several more requirements the community has yet to isolate.

If you're lucky enough to have hit upon the right set of
circumstances, just after destroying Raven Rock, you will get the
message, "Radio signal lost" and a few seconds later, "Radio signal
found." You cannot, however, actually listen to GNR just yet
because you didn't boost the signal, and are out of range of the
broadcast at the exit of Raven Rock. Luckily, Raven Rock is
situated in the mountains and is right near one of the few places
outside DC that you can get high enough to catch the signal. So
far, the confirmed location to hear the GNR numbers signal are:

1. Within the immediate DC area obviously… this is true for the
regular GNR throughout the game.

2. At the top of the ferris wheel on that backwater redneck island.
I can't remember its name just now.

3. On the tops of some of the satcom arrays you can climb in the
northwestern map area.

4. On the roof of Tenpenny Tower, though this may be within normal
broadcast range anyway. Feel free to playtest and get back to me on
this.

5. On the highest point of the broken bridge around Arefu… again,
may be within braodcast range anyway.

6. On some of the highest points of the mountain tops in the area
near Raven Rock. This is obviously your easiest chance to first
listen to the numbers station.

When you tune in, you will hear an old familiar voice… Three
Dog, despite the fact that you killed him earlier. However, you
will quickly notice that he does not seem to be "in character." So
I guess it's not technically Three Dog, but just the voice actor,
Erik Dellums. He reads a series of numbers in a monotone, depressed
sounding voice. He always recites a list of single digits between 9
and 12 characters long. For example,
"nine-three-seven-nine-one-seven-two-zero-three-four." Hever never
uses a multi-digit number like "eleven" or "forty." These numbers
are followed by widely varying lengths of Morse code. This is then
followed by the song "I Don't Want to Set the World on Fire." All
other music tracks seem to be inactive on the numbers
station.

The Morse code was the easiest part of the mystery to crack, as the
code is widely available and many people actually know it by heart.
We quickly had a list of a great number of messages in English.
Some sounded completely mundane and even comical, such as "Washed
the car today, maybe Chinese for dinner." or "Have you watched my
YouTube video yet, I uploaded myself kicking bums in the nuts."

You may be saying, "But wait, YouTube doesn't exist in the
Fallout universe," and you are right. As far as we could tell, all
of the messages sounded like they were based in our reality
somewhere near present day.

Some of the messages, however, are quite sinister, such as, "The
Queen has died today. The world mourns, as on days like these, we
are all Brits." or "I can't believe they're actually done it. Not
long left. The noise. I can't take the noise anymore. I have a
pistol in the attic."

 Just recently, a player on the wikiforums noticed a
message that brought to light the meaning of the messages. He was
reading a thread that collected all known messages, transposed from
Morse to English, and saw the line,
"one-two-zero-five-five-two-eight-two-zero-one-zero. What are you
talikn' about? You'll be missed." He realized this referred to the
recent death of Gary Coleman, and the quickly realized the numbers
were the time and date of death. He immediately scanned through the
messages to try and find more examples of this apparent future
telling by a game that's more than a year old. The next message he
read shocked him and pushed him to enlist the aid of the others to
decipher the codes. The message was
"nine-four-five-four-two-zero-two-zero-one-zero. Accident in the
gulf, several dead. Oil spill apparently averted." He realized this
was the BP explosion and the erroneous day-one assessment that the
well was not leaking.

From this point on, all numbers will be transcribed as times and
dates. All times were given in game in military format and remain
so in this document.

Numerous members of the FalloutWiki message board began looking
over the messages to see what else we could learn. We quickly found
that most of the dates were after the game had been released, yet
oddly some were from the past. "22:15 April 15, 1865 He's dead and
blame will probably be placed on that actor, Booth. Johnson better
not cheat me out of the payment." This shed new doubt on the
official version of the Lincoln assassination.

As the community quickly started piling up interpretations of
the messages, the mods of the site summarily banned everyone who
had posted in, or even read the thread. All reference to the
numbers station was removed from FalloutWiki and filtering software
was put in place to prevent reposting of any relevant information.
A few people, however, are trading emails and slowly finishing the
translation of the remaining messages and putting dates to the
existing ones.

"The Queen has died today. The world mourns, as on days like
these, we are all Brits." 4:02 March 19, 2014

"Have you watched my YouTube video yet, I uploaded myself
kicking bums in the nuts." 24:16 December 24, 2012

"I can't believe Britney's actually won an Oscar!" 21:33
February 27, 2023

"I can't believe they've actually done it. Not long left. They
were warned, but they just had to keep pushing the boundaries of
science. The noise. I can't take the noise anymore. And the light,
dear God! The Universe is slowly unravelling around us. I'm not
going to wait for death. I have a pistol in the attic." This is
actually the only message not preceded by a strig of numbers.

It may be worth noting that the latest date on any of the
messages is 1:27 July 6, 2027.










Chapter 35
Action Man - Mission eXtreme


On the 28th of June 2000, a team of police investigators were
called to collect evidence surround the apparent suicide of a
seven-year-old boy. The boy had been found with a Playstation
controller wire wrapped tightly around his neck; he had died from
strangulation. He was being watched by his mother, who had left to
go to the bathroom. When she returned, she found him dead in front
of the television.Initial investigation had revealed little of
interest. Nobody had gained access to the house by force, and the
mother was not a suspect. With suicide suspected, the police tried
to work out a motive, but there wasn't anything obvious for a
normal and happy seven-year-old.

With nothing else to turn to, they decided to take the game out
of the Playstation and examine it. The game was called Action Man:
Mission xEtreme and rated 3+, so they doubted the boy would have
been traumatised by anything horrific he had seen. But as it was
the only lead, the decided to investigate.

The front cover of the game showed Action Man scowling and
standing with his arms folded, behind him was a fiery explosion
with a sick-looking figure and a bandaged figure running to escape
it. To Action Man's left was the grinning face of Dr. X, the
villain from the series. Several anomalies were apparent on this
version of the box than that of other copies sold on the high
street. Firstly, the title was different; normally it was called
either "Operation Extreme" or "Mission Xtreme," but never "Mission
eXtreme." Minor differences could be seen on the characters' faces.
The two figures in the background looked frightened on this version
where normally they were scowling. The detectives thought that this
must have been a misprint and carried on.

The game started up with Action Man performing several martial
arts moves while his car speeded along back alleys and streets. The
game began, and Action Man had to save the city from criminals who
were stealing components. Action Man's instructions were issued by
a female computer voice. Nothing out of the ordinary happened, and
the next level was reached. Action Man had to infiltrate a desert
base that was being used to manufacture chemical weapons. The other
detectives who were watching lost interest and decided to call it a
night. However, the investigator playing said he'd carry on and let
them know if he found anything unusual.

He began to notice several small things about the game that
seemed odd. The enemies of the base didn't have any lethal weapons,
and sometimes they would run away from Action Man. However, to
complete the missions, you had to eliminate them by shooting them
or beating them to death. The game, however, told the detective in
an end of mission status report that the enemies had been
"captured." The detective presumed this was so the game could get a
3+ rating and wouldn't upset any children.

The detective destroyed the base and moved on to the following
missions. Nothing seemed out of the normal except the enemies
continued to run from Action Man rather than fight him. Then the
detective reached a cutscene where Action Man was captured by his
enemies and put in a prison cell. This was particularly disturbing
for a children's game as Action Man was brutally beaten and
tortured by his captors. When Action Man came to, he had to avoid
the cameras on the boat he was captive on and escape from the hold.
The game camera became fuzzy, and the picture began to flicker. The
enemies sometimes held up their hands, but Action Man shot them
regardless. When the screen returned to normal, the enemies were
dressed in combat gear.

As the detective completed the mission, he sank the boat and
captured the leader of the soldiers on the boat. The next mission
began with Action Man in the Arctic destroying enemy boats. All was
normal until a transmission came through his radio from his
enemies; all the transmission were either white noise or screaming
sounds. Action Man's computer turned on and told him in a cold tone
to eliminate all resistance. The level continued as normal until
the boss fight where Action Man destroyed an enemy submarine. The
crew's corpses could be seen sinking to the bottom of the lake and
Action Man began laughing.

The detective began to get increasingly worried about the game
and rechecked the box. It definitely said 3+. The loading screen
popped up and the enemies captured counter had increased, despite
the fact that the investigator had seen them die on screen.

The final mission came up which was entitled "Ice Base." The
mission began with Action Man using a longbow to eliminate the
guards, who were all unarmed. The game moved on into several
corridors that Action Man had to clear. None of the enemies here
even tried to attack Action Man, they all screamed and cowered in
the corner, but the level would not progress until they were
captured. As the detective reluctantly shot them, police
investigation photos of homicides flashed onto the screen. The
detective got up and ejected the disc. It was printed like all
other Playstation games and looked completely normal. He reinserted
it and blamed his tiredness for the visions he saw.

After Action Man had shot the rest of the enemies, he finally
reached the final boss: Dr. X. The boss battle was incredibly
simple. Dr. X wore a robot suit and attempted to subdue Action Man.
The player had to simply run backwards while shooting at the
doctor. When the doctor collapsed, Action Man had to run up close
and beat the suit. Then the doctor would get back up and the steps
would have to be repeated. After the battle was over, the end game
cutscene played.

The cutscene began with the Arctic base exploding into flames.
The camera then switched to a crowded city. Civilians ran around
aimlessly choking to death, photographs of people who had died from
chemical weapons flashed on the screen. Action Man was then seen
leading Dr. X away towards a prison cell. He locked Dr. X inside
and walked away. Dr, X began to cry and scratch at the walls, his
screams continued to play as the camera zoomed on Action Man's
smiling face.

The credits silently rolled over the Action Man logo. After they
finished, childhood photos were displayed next to the developers'
names. The detective thought nothing of this at first, and stood
up, getting ready to go to bed; apart from the images and the
morbid sense of the game, he saw nothing out of the ordinary. He
glanced back towards the screen and stopped dead. On the screen
photos were still scrolling, however, he recognised some of them.
They weren't the developers of the game; they were children who had
been murdered! He recognised some of the children who were the
victims of the Moors Murders, and others that he didn't recoginise.
Lastly, a picture of Action Man appeared with a beard, entitled
Alex Mann. The picture zoomed on the photo and a white noise began
to play from the speakers.

The detective didn't show up for work the next day, so the rest
of the investigators decided to go to his house to check on his
progress with the case. They forced the door open and found him
dead on the sofa. He had clawed out his own eyes. The television
was still turned on and a grinning picture of Action Man was
displayed. There was text underneath reading:

"We hope you enjoyed playing Mission eXtreme, but you have now
been captured!"










Chapter 36
Sonic the Hedgehog


Sonic the Hedgehog is my favorite Video Game character of all
time. Fast and cool, who wouldn`t love him? Well, there was still
something odd about one of his past games. Sonic R. Sonic R is a
racing game featuring the cast of Sonic along with two new
characters:

Metal Knuckles is a neat character introduced. Obviously, the
metal Doppelganger of Knuckles the Echidna.

Tails Doll is, well… just creepy. He`s an orange doll with some
white like Tails, has stitches, lifeless black eyes, and a
blood-red gem attached to a piece of wire.

What`s creepy is that someone unknown began an internet fad of
curses that will cause you to see this dreaded demon and will get
you murdered. Apparently, if you tag Super Sonic with the Doll,
he`ll turn around and come out of your TV to kill you. Another
curse says that if you play the songs "Can You Feel the Sunshine?"
or "Livin` in the City" in a locked bathroom with the lights turned
off, you`ll see a red light. In another few accidents, some people
have said that their Tails Doll character is missing from the
character screen.

I wished to see if this would be true. It sounded really fake,
but I had to try it out. I searched for a copy of the game on Ebay
with a SEGA Saturn to go with it, and I found one from a seller
named "BuyMahStuffplz". The price was $35.67 counting the GST, so
that`s not so bad. When I got it, I invited my friend over and we
each had an airsoft gun by eachother. But as soon as I booted up
the game, there were a few graphic glitches here and there, and as
soon as I picked the first race, I was playing as Egg-Robo, in some
sort of hellish world. It wasn`t a race, but it was like an
adventure field. After walking around a bit, there was a weird
cutscene. We saw Egg-Robo`s front, but then a knife was stabbed
through him. He then actually began to bleed with guts spilling
out, which made my friend and I stare at the screen in a real
jaw-drop fashion. Then the screen turned very black only to see a
pair of red-glowing eyes and a red-glowing gem.

The Saturn immediately began to smoke and pretty much crashed.
My friend and I were panicking and we checked the box that the game
came in. We saw a note that read this:

"I have set the Saturn to do an emergency crash in case you do
anything reckless in the game: like tagging four characters."

We went back to the TV, but it showed a picture of the Tails
Doll on the screen, and it said, "Thank You for playing with me!"
The TV then turned off by itself.

I don`t know what to say about this rough game copy, but as far
as I`m concerned, it`s now in a better home… burning in my
fireplace.










Chapter 37
Red Dead Redemption Lost Level


I have a really good friend named Jacob that worked for Rockstar
while developing the videogame Red Dead Redemption. The game was
near completion, they were just going though a few graphical
changes, and my friend was given a few copies two months before the
game was publicly released, and, nicely enough, he mailed one of
them to me.

Being incredible excited, I popped the game into my Xbox and
started playing the story mode, seeing it was the only option
because the servers for the online aspect of the game were not yet
launched. Anyway, I played the game for the entire day, only
stopping for food and bathroom breaks. I can imagine I was on my
couch gaming for a good eleven hours before I finally decided to go
to asleep.

I woke up the next day and immediately hopped onto the Xbox
again, and of course, started with playing story mode. At this
point in the game I was back at the ranch doing mundane tasks
labeled as missions, and I was bored as shit. Eventually I made it
to the final level where the Army and the Blackwater Police come to
your house and kill you, the one called “And the Last Enemy Shall
Be Destroyed” or something along the lines of that. And I have to
say, this mission by far was my favorite. As you know, I completed
the game and there was not much to do other than go on lengthy
crime sprees throughout the game’s world, playing as John Marston’s
son, Jack. I was bored and started going through the menu options
and found that you can replay the levels. Nothing out of the
ordinary appeared except there was one level after the one where
John dies. Not only was it odd that it was sort of a hidden level,
but there was no name, just a blank space that you could
select.

Of course I selected the level out of sheer curiosity and began
playing. The beginning was not normal at all, there was no scene
before the level, and you just started out in the woods on your
horse. Even more oddly, the camera angle is still for an entire
minute. None of the buttons do anything, you can’t go the home
screen, you can’t pause, you can’t move. Plus, there is no music or
noises from animals or anything; just this high pitched ringing.
Suddenly your horse takes off and your character screams “move it”
at the horse, but it isn’t the same voice actor as John or Jack or
any other character, the voice is very deep, akin to the one that
people use to disguise themselves in interviews on television and
in some films.

So you keep running though the woods on your horse but you can’t
control what’s happening until you venture out into this long, flat
prairie that is completely different from any in the game. So the
first thing I did when I had control was move the camera so you
could see the face of your character, your character is hooded and
wears a red bandana which covers everything up to your nose, only
showing your white skin and blue eyes. You were wearing a black
duster coat with brown leather chaps, looking relatively unique to
other characters. Anyway, the entire time I’m running and this
field keeps going on, no changes in the landscape other than a few
bushes. Knowing that running wouldn’t do me any good, I hopped off
my horse and then a marker appears on the mini-map which was a
little strange. I also noticed that I had no gun on my back and no
holster, so I decided to press the button that makes you pull out
your weapon and I withdrew a knife. The marker still remained and
then I hopped back on my horse. This really freaked me out because
as soon as you hop on, the horse rears and the screen turns black
and white and this screechy and slow violin starts playing.

So it’s really creepy because the sound is just piercing due to
the combination of the shrill violin and the ringing. And you speed
through the prairie for a good five minutes until you come across a
log cabin. I hopped off my horse, it went back to color and all
noise completely stopped and I’m standing in front of the door to
some random cabin. I start walking towards it and then right before
I opened the door my character pulled out his knife and burst in.
Inside the cabin was around twelve children and a schoolteacher. I
lost all control again and I slowly walked to the center of the
classroom. For around fifteen seconds all you can hear is a high
and murderous scream, but the camera stays perfectly still and
everyone is looking at you expressionlessly and it holds like a
photo. Next, the screen went completely black and this is the thing
that deprived me of sleep. The pictures started appearing on the
screen, they were faded from time and it was like a slideshow, each
picture changing to the next, one frame every second. They were all
color pictures and all you could see was a hand in the lower corner
with a knife and a child near it. It kept going on until eventually
there were just these pictures of small bodies on the floor;
slashes in them, intestines hanging out, blood all over the floor.
Then the very last picture was a masked figure crouching next to
the bodies with a knife in his hand. Then the level just ended and
I was taken to the home screen.

Afterwards I went on the computer and checked my email. I had
one new message in my inbox from Jacob who originally gave me the
game with only one link which led to a German news article.
Apparently a month before he sent me any of this he had broken into
a woman’s house and killed her as well as the children she was
privately schooling.










Chapter 38
Pokemon Death Snap


Ahh, the 90s. Life was so simple back then, for my generation.
There was the Game Boy, the Nintendo 64, Animaniacs, Freakazoid…
.these things were all the highlights of my day, especially if I
was doing them with a friend. I wasn't really into computers at the
time; my family had dial-up and a shitty Windows 95, which made
everything so frustrating. No, my farthest exploits into the
digital world involved me and my Nintendo 64. Super Smash Bros.,
Super Mario 64, Starfox 64, Mario Kart 64, and Pokemon Snap were my
favorites.

After I had thoroughly rooted out every secret in these games,
the only one that kept my attention was Pokemon Snap. I constantly
went through every level trying to get the best possible shot of
all the Pokemon featured in that game. What intrigued me was the
realism in that game. In all other Pokemon games, everything was
synthetic. You couldn't walk amongst the Pokemon and see how they
interacted; you could only have them in a ball or following you
around. One could argue that Hey You, Pikachu! was more
interactive, but in the whole, only certain words are recognized
and the scripted non-realistic events gave that game a disgustingly
synthetic feel. The first-person 3D view of Pokemon present in
Pokemon Sap gave everyone who grew up in the 90s something they
could only dream of: a chance to live in a realistic Pokemon
world.

So, eventually, we moved to a new house and got a PS2, DSL, and
a computer that could run Half-Life, and I moved on the bigger and
better things, but would often look back fondly at the simplicity
of my childhood. My N64 and all the games were put in a forgotten
corner of the basement. This brings my story to more recent events.
About a week ago, I was at my friend's house. He is one of those
people who are well-equipped and has many things: Wi-Fi, several
computers, iPods, a Mac, a drum set, a piano, a Widescreen HDTV,
surround-sound, guitars, a PS3, and whatnot. He was one of the
people I liked to whoop in Super Smash Bros. back in the day.
Anyway, we were hanging out and he had something he wanted to show
me. He powered up his Wii and one of the channels was Pokemon Snap,
which he proceeded to load. He had recently downloaded it from the
Virtual Console. As soon as I heard the fast theme song and camera
flashes, I was overcome with an intense wave of nostalgia -
something I rarely feel these days - and really wanted to play that
game. My friend loaded it up and selected continue.

For everyone unfamiliar with Pokemon Snap, the premise is that
Professor Oak needs someone to photograph all the Pokemon on some
island with many different environments. As you get more pictures
and higher scores, new tools and levels become available to you,
such as the apple, which acts as bait, the pester ball, which
irritates Pokemon, and the Pokeflute, which wakes sleeping Pokemon.
The player controls Todd, a character from the anime, who is riding
in a buggy on a set track. The buggy moves at a constant speed, and
it is from this buggy that you must take pictures. There are 63 of
the original 151 Pokemon in Pokemon Snap. The levels, or 'courses'
as Oak calls them, range from a beach to a volcano to caves and
rivers. The island is a very diverse place, but even with my
extensive playing, the darkest parts had eluded me… until recently,
that is.

So, Professor Oak said "welcome" in his very creeper-ish voice
recording. I always found it funny how the game had about one word
of pre-recorded voice per two or three sentences the text box
showed. Reliving our childhoods, we took turns playing a level and
seeing who could get the best score. Soon, I had to go home, but I
really did not want to stop playing Pokemon Snap.

When I got home, I went down into my basement and dug out the
old N64, along with a musty-smelling cardboard box full of all the
old cartridges, controllers, memory cards, and rumble packs. God, I
missed this system. I hooked the RF cables up to the TV in my room,
popped in Pokemon Snap, and shifted the Pokeball into the on
position. A little more back-story here: when I got my N64, the
Hey, You Pikachu! model was massively on sale at Toys R Us, and my
mom decided to get it, as it came with the game. When you turn it
on with the Pokeball switch, the Pikachu's cheeks light up, also,
his foot acts as the reset switch. It's pretty cool. Anyways, when
I turned the console on, the screen remained static. I pulled out
the cartridge and checked the chip. Sure enough, it was covered in
this black gunk. I spent half an hour getting that nasty stuff off.
It was at this point I first noticed something strange: after the
substance was removed, the chip was red with black rectangles along
the surface, which I assumed were meant to be contacts. None of my
other games had this black stuff, and their chips were light brown
with the gold-ish contacts.

There were other oddities with this particular cartridge. There
was no Official Seal of Nintendo on the label or anywhere on the
cartridge. These are on all N64 carts, and most other Nintendo
products from this era. Another thing was that there was no black
label on the back that usually contains the typical "DON'T PLAY
YOU'LL GET SEIZURES," kind of thing. The front label was also
slightly off-center. These should have been red flags, but I am a
pretty lax guy that just takes things in stride so I didn't really
care. At this point, I thought the game was ruined by the goo and
discoloration, but I put it back in for the hell of it. To my
surprise, the Nintendo logo popped on the screen. We were back in
business.

So, the load screen came up and the upbeat theme song and camera
flashes were playing just as they did earlier at my friend's house.
It was then I noticed several visual distortions, which I thought
were due to cart damage. There were three purple vertical streaks a
few inches wide that went all the way down the screen, one on each
edge and one down the middle. They were darker in the middle of the
streaks, but you could see past them somewhat. I didn't mind that
much; it was minor inconvenience.

Next, I pressed start and to my surprise, I found that there was
no continue option. I guess my saves had been deleted by battery
failure. All of those hours and hours of hard work and completion
were gone. Oh well, I probably would have started a new file
anyway.

I started the new game and more strange things began to occur. I
found myself in Oak's lab. His features were changed. His eyes were
black with no pupils and he had a stern look on his face. That,
coupled with the purple distortion that ran along his left half,
made him very disturbing. All the text dialogue was normal, but the
pre-recorded voice bits I mentioned earlier were distorted. They
came out slowly at low pitch. I was reminded of the demon voices
from early shooters like Doom… but other than these things I
attributed to cart damage, the game play was normal… or so I
thought. All of this was starting to make me a bit uneasy, but I
was a man of science. I didn't believe in ghosts or God or Hell,
and prided myself in overcoming the irrational fears that many
suffered from. Oh, to be young again.

I went to the first course, the beach. There were more visual
distortions. All Pokemon had no pupils, just pure black eyes. Also,
on the ground underneath where the Pokemon sprites were, there was
a purple ring. It appeared even under the flying Pidgeys. The other
distortion here was that the sky was a light green and there were
no clouds or sun.

The movements of the Pokemon seemed unnatural and cold, like
they were afraid of something. I played through the course, but as
I took pictures, the Pokemon that were in the frame disappeared.
Slightly concerned by this, I didn't take pictures of Pokemon that
wouldn't count until later, such as Snorlax or Chansey. As I
approached the exit gate, I turned around and saw one of the
circles that indicated that a Pokemon was there following me, but
there was no sprite. I snapped a picture and was taken back to the
lab.

I selected all the pictures for the Pokemon Report, but,
strangely, the last picture I took was not there. The rating
process went as normal, but at the end, Oak said, "Nice work
harvesting." There was a brief pause, and then he said, "… … you
let it in didn't you? Well, you know what this means… .go to the
tunnel."

I assumed that he was referring to the Tunnel Course, so I went
to the map and it was now available. As I entered the course, I
noticed that I now had all the tools: the apple, pester ball, and
Pokeflute. I went through the course and found that it had the same
visual distortion as the beach. At the end, I tossed an apple at
the Electrode by the rocks and the path to the volcano opened up.
The electrode looked like it was in extreme agony, not like the
comical explosions seen before. It seemed to be begging for
help.

As the traveling cutscene took place, I saw the purple ring with
no sprite again. It followed me. Strangely, there was no cut back
to the lab after discovering the course like it was supposed to. It
just took me straight to the volcano level. A quick survey of the
area showed that the visual distortions were getting worse. As I
moved forward, the Ponytas and Rapidashes were running, then jumped
into the lava and gave off low-pitched screams. All the Pokemon did
this as I approached. I finally reached the egg, which blocked the
path. You are supposed to throw an apple at it so you can proceed,
but I found that my tools were gone. This was problematic, and I
took this opportunity to get some dinner. I didn't pause the game
because there was no need to. When I got back, I saw the purple
ring again. It was in place, motionless, behind me. I also saw
something else coming from the distance. It was an Electrode from
the tunnel rolling down the path. This Electrode must have been the
one I blew up, as it had a look of anger and revenge in its eyes. I
could do nothing to get away, so I sat and watched. As soon as it
hit me, it exploded, which caused my buggy to flip on its side and
go top down into the lava. A travel-like cutscene played, but it
was slow with distorted audio. The low-pitched screams of the
flailing, burning Todd were heard.

I was back in the lab and Oak looked angry. He said, " You let
it get to you, didn't you? Well, you only have yourself to blame."
The screen faded to black and the course selection screen came up.
Oak was standing alone, and the only option on the screen was
"HELLL," which was spelled with three L's. The go back option was
gone, so I had no choice but to click on it.

The camera zoomed in on the charred corpse of Todd that's bottom
half was under the upside-down buggy. Everything was
ultra-realistic, and this was on a pedestal of stone in an endless
sea of fire and lava. All of the Pokemon I had taken pictures of
and made disappear were floating in the lava, screaming in
low-pitched voices. Suddenly, there was a camera flash. The screen
swung to a demonic figure with a camera taking pictures of the
corpse. After he had a few pictures, he curb-stomped Todd's head
and took more pictures. Then, a low-pitched demonic, "Say
cheeeeeese," came out of the speakers and my whole room lit up for
a second. That scared the shit out of me, and when it was over the
screen was dead black and the system was shut off.

I hit reset, because I knew it was just a game and it couldn't
hurt me. That stuff was pretty sick, but I had seen worse on the
internet. I wanted to see what happened next. As it came on the
screen, the menu came up and the only option was to view the album.
I hit A and immediately wished I hadn't. The album was filled with
hundreds of photos, all of horrific torture and mutilation scenes.
Many of these pictures involved children. These photos were not in
64-bit, but appeared to be authentic, scanned photos. At this
point, I was overcome with nausea, but it got worse. The game
force-scrolled to the end and zoomed to the final picture. It was
the picture I had taken of the purple ring without a sprite… .only
now there was something above it. It was a picture of my dead body
floating a foot off the ground. The sickest part was that there was
a camera jammed through my head.

The screen faded to black. I was so terrified by the whole event
that I broke the cartridge in two and ditched it in two different
dumpsters behind restaurants on opposite ends of town. A few days
later, I asked my mom if she had done something to my Pokemon Snap
game. "Oh, yes… " she said. "When we moved here, I was carrying
that box down to the basement and that game fell out and broke.
When I went to pick it up, I found that it had fallen into a crack
in the crawlspace. I couldn't find it. I'm sorry about not telling
you, but I thought you had outgrown that anyway." A lock of shock
must have come to my face, because my mom asked what was wrong.
"Nothing," I said. "I'm fine." I decided not to tell her.

A week has passed and I am bringing my story to the internet in
the hopes that it may help someone else, or at least entertain. I
do apologize for the length, but I feel that the details are
necessary. What scares me the most is not the photographs of the
mutilation or my dead self. What scares me the most is whatever the
hell is in my basement that can make a broken game into something
so gruesome. Thank God I'm moving out soon.










Chapter 39
Polybius


According to the story, an unheard-of new arcade game appeared
in several suburbs of Portland, Oregon in 1981, something of a
rarity at the time. The game, Polybius, proved to be incredibly
popular, to the point of addiction, and lines formed around the
machines, quickly followed by clusters of visits from men in black.
Rather than the usual marketing data collected by company visitors
to arcade machines, they collected some unknown data, allegedly
testing responses to the psychoactive machines. The players
themselves suffered from a series of unpleasant side-effects,
including amnesia, insomnia, nightmares, night terrors, and even
suicide in some versions of the legend. Some players stopped
playing video games, while it is reported that one became an
anti-gaming activist. The supposed creator of Polybius is Ed
Rotberg, and the company named in the urban legend is Sinneslöschen
(German for "sense-deletion"), often named as either a secret
government organization or a codename for Atari. The gameplay is
said to be similar to Tempest (a shoot 'em up game utilizing vector
graphics), while the game is said to contain subliminal messages
which would influence the action of anyone playing it.

The origin of the legend is unknown. Some internet commentators
think it originated as a Usenet hoax. Other bloggers believe the
story is a true urban legend – one that grew out of exaggerated and
distorted tales of an early release version of Tempest that caused
problems with photosensitive epilepsy; the game was reported to
have caused motion sickness and vertigo, and was therefore
pulled.

Several people have claimed to have a ROM of the game, but none
of them have made it available for public scrutiny, a "lack of hard
evidence" situation typical of hoaxes and conspiracy theories.
Conflicting information is even circulated regarding the style or
genre of the game. Some sources claim it is a maze-style game,
while others describe it as an action space-fighter.

The first corroborated appearance of the game can be traced to
arcades in Portland, Oregon. It has been described as a
coin-operated arcade game with vector graphics and had strobe
lights built into the case which were used as backlighting for the
screen during gameplay. A curious fact is that it used a multitude
of very bright colors. While most games of the period consisted of
blocks of one standard color (PacMan yellow, Space Invaders green,
etc) - the game was described again and again by various players
and other people to witness it as "intensely psychedelic" and
"dream-like". What is particularly of interest is that these two
phrases crop up again and again when ex-players are asked to
describe the gameplay.

Perhaps the most unusual feature of the gameplay is that the
ship that the player commanded was static in the middle of the
screen while "the whole universe seems to be propelled around you".
Now, up to here nothing seems amiss. It sounds like everything that
we consider normal for an arcade video game of the time. The
mystery really begins after players began to reported bizarre
ailments such as; dizzy spells, rashes, mood swings, sudden
feelings of hopelessness and dread, epileptic seizures, memory
loss, feelings of nausea akin to motion sickness, auditory and
visual hallucinations, terrifying nightmares and even suicide
attempts.

Many also reported seeing "unsettling and distorted" or
"demonic-looking" faces (again this description is used by
ex-players across the country) staring during the game's loading
screen which disappeared once they were looked at. Furthermore,
players that were "in the zone" and were totally focused on the
game during the later levels, claim to have heard unintelligible
voices, screams or cries of pain or panic. A description which
again is mutually exclusive to the players of the game is that of
"a sobbing female voice" and such phrases like "Why did you hurt
me?" and "Stop… Please stop, I'm already dead", among the sampled
8-BIT sounds produced by the machine.

Another side effect that was very striking is as soon as the
game was over, the player felt an irresistible urge to play again,
sinking coin after coin into the machine. It was very addictive at
first but over time the players that have been interviewed all
describe developing an irrational, almost pathological, hatred
towards the game. The more the game was played, the more barbaric
hatred the player generated towards the machine and at the same
time, the ability to remember why they were so angry or even the
dynamics of the game, diminished to the point that the player
remembered virtually nothing of game bar the descriptions I have
quoted.

Many arcades owners confirmed that it was not unusual to see
"odd-looking" gentlemen in black suits monitoring and controlling
the machines. This spurned on suspicion and conspiracy theories
emerged that the mysterious men belonged to the U.S. Government,
were demonic entities or alien beings taking human form. This is
further fueled by the odd behavior of these men, their "gaunt" or
"pasty" appearance and each one of the owners which came into
contact with them described "an accent which I couldn't quite
place". One theory is that Atari had were approached by the US
Government and the company was tasked with performing covert
experiments on the younger sector of the population.

There are many reported ROMs available for download across the
internet, but not one has been verified as copy of the original
game by any of the past players. Yet it is curious that one ROM
which is available for downloaded contains a .txt file which
contains a code so you can activate or deactivate certain functions
of the game. However, the feelings of unease, mood swings and
uniformity of the descriptions of the elements of the game does not
occur. Perhaps it was something to do with the case of game; the
strobe-lights, the sounds and perhaps even subliminal messages
inserted during the frames of the game which created the disturbing
behavior so many have reported?

Only those who played the game at the time know if it really
existed or not and whether the horrors attributed to it were real
or just fabrications and rumors passed down over time… ..?










Chapter 40
Revenge


With HeartGold and SoulSilver’s release earlier this year, I
tried looking for a copy of one of the original games, Crystal, to
buy online. I hadn’t played this game in at least 7 years. It
strangely went missing when I moved house as a kid. I saw the cart
eBay. There wasn’t much information, or even a picture, but it had
no postage and packaging price and only cost a dollar, so I was
hardly losing anything if it didn’t really exist.

 

When the game arrived, it wasn’t in its original box, but
instead, the cartridge alone was just wrapped up. It looked like a
Crystal cartridge as it was shiny, slightly see-through and blue,
but it lacked the sticker in which the game title is print on.
However, I still put it in my pink Game Boy Advance SP. It was pink
because I am a girl, of course.

 

I switched the handheld on. There was a loud beeping sound, and
then the game began as normally. Once the menu screen was open, the
only option was New Game, as it had never been played. The
cartridge sure didn’t seem in that condition though.

So, I clicked new game. Instead of starting out with the
Professor’s speech, it skipped straight to somewhere that didn’t
exist in these games. Or at least, it looked like the place.

 

It was the Pokemon Mansion from the original games. The Pokemon
Mansion on Cinnabar Island. The same Cinnabar Island that no longer
existed.

I was the girl character, as I wanted to be, but I had no choice
in this. On close inspection, her hair seemed a different color
from what I originally remembered. It was a dark purple, and she
also didn’t have her hat any longer.

 

I walked around the building. It wouldn’t let me up the stairs.
The only other thing was a bed. I walked towards it and a scientist
came along. He told me to rest, so I lay on the bed. The screen
suddenly went pitch black. It stayed this way for a while. Before
this transition, there was pure silence, but after, there were loud
high-pitched noises, which almost sounded like screams. It was hard
to tell though, as the sound was in 8bit.

When my character woke up, the place was covered in patches of
red; blood. The character herself was drenched in it too. I tried
to walk around, but I couldn’t. The scientist seemed to have
disappeared, also.

I pressed all of the buttons to try and get something to work,
and on pressing select, my character walked out of bed. Only, she
was still in the bed at the same time. And unlike before, instead
of walking, she appeared to float.

 

I pressed start, and my character turned into a Ghost Pokemon’s
menu sprite. This shocked me slightly. I walked out of the door,
when I suddenly teleported into Lavender Town. There, in the middle
of town, was a gravestone. I clicked the “A” button to check it. It
said “R.I.P. CRYSTAL”. I opened up my menu, and looked at my
trainer card. The sprite of the trainer had turned into that of a
Misdreavus’, and as I though, the player’s name was “CRYSTAL”.

 

The scientist came up to the tombstone, and it suddenly
disappeared. He seemed to run at twice the speed of a normal game
character.

My character, without my control, floated after him. As soon as
she entered a patch of grass, a random encounter appeared. Only,
this encounter was hardly “random”. The Pokemon was Mewtwo. Instead
of attacking, a few lines were written.

 

“You let them get you, didn’t you, CRYSTAL?”

 

There was a yes and no option, I just clicked no, as I was
unsure of what was going on.

“Don’t lie to me! I can see what they did! Look at yourself.”
After this, the game paused for a few seconds, then the “battle”
continued. “You’re just an object of science, like me. I’m not
real, and neither are you. You were just made out of a tiny bit of
DNA from something else, and when you weren’t perfect, they killed
you. Would you like to seek revenge?”

 

I clicked no again, and I was sent back to the field, with
Mewtwo still following my character.

 

I walked until the scientist appeared again, and suddenly, my
bag screen came up with the only item there being “Knife”. I
clicked it, and pressed use. Suddenly, the screaming noise appeared
again, and the screen went black.

Suddenly, the screaming got louder and more frequent. When it
stopped, I was in the radio tower. A text box appeared.

 

“Why did they destroy our home? We were meant to be here…
Everyone who destroyed our home is gone. Everyone in the world is
gone. We killed them all. We got revenge like you. Now all the
world is gone.”

Suddenly, the screen went white, with my character still there.
“Everything is gone. You also killed us. You’re the only one left.
Why did we kill people? Why did you help? Now, you must get what
you deserve!”

 

The character was replaced with a patch of blood, and then the
game froze. I have never picked up this cartridge again.










Chapter 41
Killswitch


In the spring 1989 the Karvina Corporation released a curious
game, whose dissemination among American students that fall was
swift and furious, though its popularity was ultimately
short-lived.

The game was “Killswitch.”

On the surface it was a variant on the mystery or horror
survival game, a precursor to the Myst and Silent Hill franchises.
The narrative showed the complexity for which Karvina was known,
though the graphics were monochrome, vague gray and white shapes
against a black background. Slow MIDI versions of Czech folksongs
play throughout. Players could choose between two avatars: an
invisible demon named Ghast or a visible human woman, Porto. Play
as Ghast was considerably more difficult due to his total
invisibility, and players were highly liable to restart the game as
Porto after the first level, in which it was impossible to gauge
jumps or aim. However, Ghast was clearly the more powerful
character–he had fire-breath and a coal-steam attack, but as it was
above the skill level of most players to keep track of where a
fire-breathing, poison-dispensing invisible imp was on their
screens once the fire and steam had run out, Porto became more or
less the default.

Porto’s singular ability was seemingly random growth–she
expanded and contracted in size throughout the game. A Kansas
engineering grad claimed to have figured out the pattern involved,
but for reasons which will become obvious, his work was lost.

Porto awakens in the dark with wounds in her elbows, confused.
Seeking a way out, she ascends through the levels of a coal mine in
which it is slowly revealed she was once an employee, investigating
its collapse and beset on all sides by demons similar to Ghast, as
well as dead foremen, coal-golems, and demonic inspectors from the
Sovatik corporation, whose boxy bodies were clothed in red, the
only color in the game. The environment, though primitive, becomes
genuinely uncanny as play progresses. There are no “bosses” in any
real sense–Porto must simply move physically through tunnels to
reach subsequent levels while her size varies wildly through
inter-level spaces.

The story that emerges through Porto’s discovery of magnetic
tapes, files, mutilated factory workers who were once her friends,
and deciphering an impressively complex code inscribed on a series
of iron axes players must collect (This portion of the game was
almost laughably complex, and defeated many players until
“Porto881″ posted the cipher to a Columbia BBS. Attempts to contact
this player have been unsuccessful, and the username is no longer
in use on any known service.) is that the foremen, under pressure
to increase coal production, began to falsify reports of
malfunctions and worker malfeasance in order to excuse low output,
which incited a Sovatik inspection. Officials were dispatched, one
for each miner, and an extraordinary story of torture unfolds, with
fuzzy and indistinct graphics of red-coated men standing over
workers, inserting small knives into their joints whenever
production slowed. (Admittedly, this is not a very subtle critique
of Soviet-era industrial tactics, and as the town of Karvina itself
was devastated by the departure of the coal industry, more than one
thesis has interpreted Killswitch as a political screed.)

After solving the ax-code, Porto finds and assembles a tape
recorder, on which a male voice tells her that the fires of the
earth had risen up in their defense and flowed into the hearts of
the decrepit, pre-revolution equipment they used and wakened them
to avenge the workers. It is generally assumed that the “fires of
the earth” are demons like Ghast, coal-fumes and gassy bodies
inhabiting the old machines. The machines themselves are so “big”
that the graphics elect to only show two or three gear-teeth or a
conveyor belt rather than the entire apparatus. The machines drove
the inspectors mad, and they disappeared into caverns with their
knives (only to emerge to plague Porto, of course). The workers
were often crushed and mangled in the onslaught of machines, who
were neither graceful nor discriminating. Porto herself was knocked
into a deep chasm by a grief-stricken engine, and her

fluctuating size, if it is real and not imagined, is implied to be
the result of poisonous fumes inhaled there.

What follows is the most cryptic and intuitive part of the game.
There is no logical reason to proceed in the “correct” way, and
again it was Porto881 who came to the rescue of the fledgling
Killswitch community. In the chamber behind the tape recorder is a
great furnace where coal was once rendered into coke. There are no
clues as to what she is intended to do in this room. Players
attempted nearly everything, from immolating herself to continuing
to process coal as if the machines had never risen up. Porto881 hit
upon the solution, and posted it to the Columbia boards. If Porto
ingests the raw coke, she will find her body under control,and can
go on to fight her way out of the final levels of the mine, which
are impassable in her giant state, clutching the tape containing
this extraordinary story. However, as she crawls through the final
tunnel to emerge aboveground, the screen goes suddenly

white.

Killswitch, by design, deletes itself upon player completion of
the game. It is not recoverable by any means, all trace of it is
removed from the user’s computer. The game cannot be copied. For
all intents and purposes it exists only for those playing it, and
then ceases to be entirely. One cannot replay it, unlocking further
secrets or narrative pathways, one cannot allow another to play it,
and perhaps most importantly, it is impossible to experience the
game all the way to the end as both Porto and Ghast.

Predictably, player outcry was enormous. Several routes to solve
the problem were pursued, with no real efficacy. The first and most
common was to simply buy more copies of the game, but Karvina Corp.
released only 5,000 copies and refused to press further editions.
The following is an excerpt from their May 1990 press release:

Killswitch was designed to be a unique playing experience:
like reality, it is unrepeatable, irretrievable,and illogical. One
might even say ineffable. Death is final; death is complete. The
fates of Porto and her beloved Ghast are as unknowable as our own.
It is the desire of the Karvina Corporation that this be so, and we
ask our customers to respect that desire. Rest assured Karvina will
continue to provide the highest quality of games to the West, and
that Killswitch is merely one among our many wonders.

This did not have the intended effect. The word “beloved” piqued
the interest of committed, even obsessive players, as Ghast is not
present in any portion of Porto’s narrative. A rush to find the
remaining copies of the game ensued, with the intent of playing as
Ghast and discovering the meaning of Karvina’s cryptic word. The
most popular theory was that Ghast would at some point become the
fumes inhaled by Porto, changing her size and beginning her
adventure. Some thought this was wishful thinking, that if only
Ghast’s early levels were passable one would somehow be able to
play as both simultaneously. However, by this time no further
copies appeared to be available in retail outlets. Players who had
not yet completed the game attempted Ghast’s levels frequently, but
the difficulty of actually playing this enigmatic avatar persisted,
and no player has ever claimed to have finished the game as Ghast.
One by one, the lure of Porto’s lost, unearthly world drew them
back to her, and one by one, they were compelled towards the
finality of the vast white screen.

To find any copy usable today is an almost unfathomably rare
occurrence; a still shrink-wrapped copy was sold at auction in 2005
for $733,000 to Yamamoto Ryuichi of Tokyo. It is entirely possible
that Yamamoto’s is the last remaining copy of the game. Knowing
this, Yamamoto had intended to open his play to all enthusiasts,
filming and uploading his progress. However, to date, the only film
which has surfaced is a one minute and forty five second clip of a
haggard Yamamoto at his computer, the avatar-choice screen visible
over his right shoulder.

Yamamoto is crying.










Chapter 42
The Tails Doll Curse


A friend of mine was eager for a Sonic Racing game. He would
come round my house

and moan and complain about how SEGA should "Take their fingers out
of their asses

and make a damn racing game!" I just agreed with him. I tried to
make him forget the

idea of a Sonic racing game— I did not wish to speak of the dreaded
Sonic R.



Alas, one day he remembered how to use him computer and stumbled
across a

website that talked about "Sonic R." He was delighted. His face
covered in sweet glee

and excitement he wanted nothing more than to have this game – not
even the

"Shadow the Hedgehog game" could drive his lustful fantasies away.
He purchased

the game on E-bay for nothing more than a single dollar— the user
he bought it off

had no user name and had no comment. I investigated further and
checked the users

profile, to my dreaded horror I glanced at the silent horror that
uploaded onto the

page:



Tails Doll Tails Doll Tails Doll Tails Doll Tails Doll Tails Doll
Tails Doll Tails Doll Tails

Doll Tails Doll Tails Doll Tails Doll Tails Doll Tails Doll Tails
Doll Tails Doll Tails Doll

Tails Doll Tails Doll Tails Doll Tails Doll Tails Doll Tails Doll
Tails Doll Tails Doll Tails

Doll Tails Doll Tails Doll Tails Doll Tails Doll Tails Doll Tails
Doll Tails Doll Tails Doll

Tails Doll Tails Doll Tails Doll Tails Doll Tails Doll Tails
Doll



Forever.



I couldn’t keep this horror to myself. Fearing for my friend’s
life, I rushed over to his

house in a hopeless attempt to halt the expected. I came to his
street, Thorn bury

Close. I glanced at the sign post on his door. It used to say "24
Thorn Bury Close." A

cold tickle crawled down my back— the sign no longer remained. All
that was left was a

wall covered in yellow graffiti, "Tails Doll" over and over.



His door was open, the hinges broken, covered in soft toy stuffing.
The walls of the

inside of his home were covered in Tails doll graffiti. The
downstairs was empty. It

looked like a messed up doll house. All the TV’s were on, the
screens were blood

stained and covered in cracks. I was frightened, I wanted to leave
but I needed to

know what happened. My ears bled as I heard the congratulations
screen from his

bedroom up stairs



I ran up the stairs and into his bedroom. It was empty except for
the SEGA Saturn and

the TV. The character selection screen came up, all of the
characters had been

unlocked and the game was 100% complete. It was hard to take in— my
eyes began to

water for some reason. I glanced at the screen again and saw the
Tails Doll character

fade away. I took few steps back and hit something behind me.



I slowly turned around and fainted at the horror that I saw. His
entire family were

nothing more than dolls, in my friend’s hand was the evil Tails
Doll, stained with blood,

staring at me with its lifeless eyes. I fell to the floor and
blacked out, waking up in my

room. My mother stood at the side of the bed, I told her the story
which she refused to

believe. She replied to me, telling me that my friend never
existed. She assured me

that no-one lived at 24 Thorn Bury Close.



I knocked my head back trying to take this in. The whole situation
was an enigma. I

brushed my hair with my hand and opened my eyes again, only to find
"Tails Doll

Forever" imprinted on my ceiling…










Chapter 43
The Lavender Town Syndrome





Overview

The phenomenon of the “Lavender Town Tone” is a legend that
involves a bizarre spate of medical cases and deaths from around
the country that have been connected to the “Pocket Monsters”
(Pokémon) series of games, in particular the first two games of the
series, “Red” and “Green”. Though the event is largely unheard of
due to disclosure laws for companies based in the Kyoto Prefecture,
there is a large amount of information that has been brought into
the open by a number of dedicated individuals, including 関 内直 (Seki
Uchitada) 伊勢 満朝 (Ise Mitsutomo) and 佐藤 治情 (Satou Harue), to whom
this segment is dedicated. This analysis will discuss the other
phenomena that is often confused with the “Lavender Town Tone”,
known as “White Hand Sprite”, “Ghost Animation” and “buried alive
model”, as well as the semi-related developer-tag that was inserted
into the game, and how to safely perform these “easter eggs” in
post-first wave cartridges.

History of the Game

The first cases of the “Lavender Town Tone” and associated events
were reported a few months after the release of of “Pocket Monsters
Red and Green” for the handheld “Game Boy” videogame console. These
videogames were wildly popular with children between the ages of
seven and twelve (their core demographic), which was no doubt one
of the reasons why the “Lavender Town Tone” had the level of
severity that it did. In the game, the player takes on the role of
a “Trainer”, whose task it is to capture, tame and train wild
creatures called “Pocket Monsters” for battle. These games, and the
two newest additions to the series, “Pocket Monsters Gold and
Silver”, an anime, manga, figurines, a collectible card-game and
home console games have resulted in Pocket Monsters becoming a
multi-billion dollar franchise.

In one part of the game, the Trainer comes to a small,
out-of-the-way place called “Lavender Town” (シオンタウン). This town is
one of the smallest hamlets in the game (aside from the Trainer’s
own home town), and possesses very few of the services available to
the Trainer in every other city in the game – indeed, the location
would be unremarkable were it not for the “Pokémon Tower” (ポケモンタワー)
located there – a colossal building that holds the graves of
hundreds of deceased Pokémon.

It is theorized that, because of this location in the game, at
least two hundred children lost their lives, and many more
developed sudden illnesses and afflictions – and this does not
consider the vast waves of unreported illnesses or deaths whose
cause went unnoticed.


History of the Pathology

It was not until Spring/Summer of 1996 that the cases that would
eventually become linked to the Lavender Town Tone began to
surface. The earliest record of the acknowledgment of the effects
of the Lavender Town Town that the author could find came from an
internal report made in June 1996 by the company Game Freak Inc.
(株式会社ゲームフリーク), which was then leaked by one of its former
employees, Ms. Satou Harue. In it, an employee gives a list of
names, dates and symptoms – records of children between the ages of
7 and 12 who had suffered various medical problems as a result of
playing Pocket Monsters Red and Green versions. Some records are
listed below.

 

京极 勝女; April 12 1996 (11). Obstructive sleep apnea, severe
migraines, otorrhagia, tinnitus.

千葉 広幸: May 23 1996 (12). General irritability, insomnia, addiction
to videogame, nosebleeds. Developed into violent streaks against
others and eventually himself. [自殺]

桃井 久江: April 27 1996 (11). Cluster headaches, irritability.
Eventually took mixed painkillers. [自殺]

吉長 為真: March 4 1996 (7). Migraines, sluggish and slow behavior,
unresponsiveness. Developed into deafness, and went missing. Body
discovered beside road April 20 1996. [死出]



The document that was circulated internally was the
first time that these incidents had been connected with the Pocket
Monsters videogames – until then, the cause had not been discovered
or diagnosed by medical professionals. Indeed, it is uncertain how
the company themselves managed to find the cases related to the
event without seeking advice from health services.

Pathology Detail — “Lavender Town
Tone”

The predominant symptoms related to what would become known as the
“Lavender Town Town” included headaches and migraines, bleeding
from eyes and ears, mood swings and irritability, addiction to the
games, unprovoked violence, withdrawal and unresponsiveness, and in
approximately 67% of cases, suicidal tendencies. However, these
symptoms only manifested in children between the ages of 7 and 12
years old who had reached the area in game known as “Lavender
Town”, most of whom were revealed to have been wearing headphones
or earphones while playing the game (see Appendix A [here]).

As it turns out, the developers of the Lavender Town area had
sought to make an area that would “leave an impression on the
player”, according to Seki Uchitada, who was a member of the
development team. Seki claimed that at the time of development, a
number of the team were interested in making Lavender Town a little
different to the rest of the game.

“The Pokémon Tower is a visible result of that,” Seki told
ゲームの次元　（”Game’s Dimensions” Magazine) in an interview earlier this
year. “That, and the fact that Lavender Town is so different from
all the other cities in the game: it is smaller, it has fewer
people occupying it, it didn’t have a gym… and, of course, the
music was very, very eerie. In fact, in the first version of the
game, we were told to slightly change the song played in the
background of Lavender Town … because our manager told us it would
make children upset. The music used in subsequent versions is
different.”

Either Seki was unaware of the full impact of the Lavender Town
Tone, or was vastly underexaggerating how “upset” children would
get – no more is said of the music in the article, but there are
mentions of Lavender Town’s other macabre features (see
below).

What Seki failed to disclose to Game’s Dimensions
Magazine was that the music used in the first-wave release of
Pocket Monsters Red and Green was formulated out of an experiment
in “binaural beats”: using slightly different frequencies of sound,
each frequency played in one ear through earphones or headphones,
various psychological effects can be induced upon the listener. In
most versions of the first wave releases, this resulted in the
player feeling uneasy, apprehensive, and mildly disturbed. However,
for upwards of two-hundred children, it provoked a variety of
disturbances in the brain that went undetected purely because it
was undetectable by fully developed human ears – instead, only
children fell victim to the tones , resulting in psychological and
physiological problems that in some cases led to death – many of
which were suicides.

Part 2:

Pathology Detail- Visual Overview

These visual effects are known among programming
circles as “The White Hand Sprite”, the “Ghost Animation”, and the
“Buried Alive Model”. Each has been found to cause headaches,
nausea, and in severe cases, hemorrhaging of the brain and lungs.
While around 70% of Lavender Town Syndrome (LTS) is due to the
Lavender Tone, the remaining percentage is split among these visual
phenomena. This is partly due to the visual stimuli occurring after
the player is introduced to the Lavender Tone. It has been
theorized that those unaffected by the aural stimulation, such as
the deaf or the hard of hearing, make up the remaining 30%. While
viewing these models can cause these effects, there are certain
methods that allow a viewer to safely examine them in
detail.

The White Hand
Sprite

Known in the code as WhitHand.gif, this was scripted to
appear as a Pokemon on the third floor of the Lavender Tower. It is
divided into four separate animations: an introduction (the “cry” a
Pokemon unleashes before a battle), an idle, and two attacks. These
attacks are unknown, as they are listed simply as “Fist” and
“Brutal”. While viewing the animation has been proven to be
hazardous, viewing the frames of the model has been proven to have
no adverse effects. The White Hand is depicted as a shriveled,
slightly decayed hand, with surprising attention to detail: flesh
is peeling back from the bone, and several tendons dangle
realistically out of the wrist. The first attack is the hand
balling into a fist, then swinging forward. However, the “brutal”
animation is missing several frames: The hand seems to open up,
then cuts out. After a few seconds, it reappears, closed again. No
record has been found of these missing frames.

Ghost Animation

The Ghost Animation, coded as Haunting.swf, was
intended to be placed in several areas throughout the tower,
including in the center of a path on the second floor. However,
players cannot interact with it, leaving many to believe that it
was intended as a “background feature”. The ghost animation as well
must be viewed in individual frames. It is comprised of 59 frames
total. However, after extraction, around half of these frames have
been revealed to be the standard ghost model used in Pocket
Monsters. Around a quarter of the remaining frames are comprised of
static, to produce a “fading” effect. However, interspersed with
these bursts of static are several frames of screaming faces, along
with images of a skeletal man in a cloak (hypothesized to be the
Grim Reaper) and of several killed corpses. The meaning behind
these are unknown- While under oath before the Video Games
Commission Board, Lead Programmer Hisashi Sogabe testified as to
having “No knowledge as to where these images surfaced.” Out of all
the phenomena associated with LTS, this animation is the most
speculated on: In his thesis “Video Games and The Manipulation of
the Human Mind”, Dr. Jackson Turner argued that the images were
intentionally placed in. Due to their brief time appearing on the
screen, and the graphic nature of the frames, Turner theorizes that
these were meant to subliminally influence players into becoming
more frightened by the disturbing surroundings.

The Buried Alive
Model

Often referred to as its code, the Buryman script, the
Buried Alive Model was to be found on the final story of the
Pokemon Tower, in what has now been replaced with the Marowak
ghost. According to the scripts assigned to it, the Buried Alive
model was intended to be the “boss” of the tower. Once reaching the
top floor, the following conversation would have taken
place.

Buried Alive: You’re… Here.

BA: I’m trapped…

BA: And I’m lonely…

BA: So very lonely…

BA: Won’t you join me?

After this, the battle would have been initiated. Once in

“battle view”, the Buried Alive model appears to be a decaying
human corpse attempting to crawl out of the ground. It has been
programmed to have two White Hands, a Gengar, and a Muk. Strangely
enough, a protocol for the Buried Alive’s actions after it was
defeated were not written. In the case of the player defeating him,
the game would freeze. However, a specific ending was written by an
unknown programmer upon losing the battle. In this ending, the
Buried Alive was to have stated, “Finally, fresh meat!” followed by
several lines of gibberish. He was to have then dragged the player
character into the ground surrounding him. The scene would finish
with a typical “Game Over” screen; however, in the background, an
image of the Buried Alive character devouring the player was to
have been shown. Especially strange are the protocols for after
this scene. The cartridge was to download this image to the small
internal memory contained in the Gameboy, overwriting the title
screen that normally accompanied a Gameboy turning on. Instead,
whenever it was started, the player would view this image as the
sound file staticmesh.wav was played. The intended purpose for this
effect, unlike many of the other factors leading towards LTS, is
unknown.










Chapter 44
Sonic the Hedgehog



  As a child, I really loved playing the Sonic the Hedgehog
games on the SEGA MegaDrive. Sadly, when nostalgia hit me one
evening, I found out our console broke when we moved, meaning my
mom threw out all of the old games.

 I decided to search eBay for a pre-owned MegaDrive. I
stumbled across one that was at the rather cheap price of six
pounds, including delivery. The description claimed it also came
with Sonic 1, but on closer inspection, the cartridge's paper
seemed to have been torn off, with a label crudely placed on the
front, written on in a scrawled script.

 I thought nothing of it and decided to bid on it. Oddly,
despite it having a day to go, I immediately won the item. I
proceeded to payment, left my feedback, and it arrived within three
days. The MegaDrive was in surprisingly good condition, considering
the price; it was almost brand new, other than having smudged
fingerprints. I blew into the labeled cartridge (old habits die
hard, you see) and inserted it int the cartridge slot.

 The TV screen flickered on. The familiar image of the SEGA
logo faded in left to right, but instead of the joyous chorus,
there was a cacophonous blast of static which lasted for longer
than it should have.

This is where things got weirder. the title screen was polluted;
black sludge poured into the sea and there were dark skies and
lightning. The music was slower and in a dissonant minor key, and
when Sonic popped out of marquee, he looked genuinely terrified and
afraid. I thought this must have been some sort of hack until I hit
start.

 I saw Robotnik, in graphics far more realistic than
possible for the time, holding a lifelike rabbit by the ears. He
looked full of malice and hatred, his pince-nez glasses glinting as
he revealed the machete in his other hand. He held it up to the
defenseless animal's throat and slit it, blood pouring out like a
fountain. Robotnik began to laugh, but it was almost like he was in
the room with me; it was so realistic.

 The game went to Green Hill Zone, where the music was
replaced with a low buzzing drone. The background looked just like
it did on the title screen and, again, Sonic looked visibly shaken.
His skin was paler and he appeared to shake with fear. On running,
he began to cry.

 Nevertheless, I decided to play through as normal, just to
see if this was some sort of cruel joke. I ended up losing rings
against a Buzz Bomber, eventually. The noise on losing my rings was
a harsh ringing, and I heard Robotnik chortle once more, his face
flashing in the stormy background. Sonic hit the floor; I was
unable to control him at this point as the Buzz Bomber began to
descend on Sonic's helpless body.

 The Buzz Bomber literally stabbed Sonic, and all I could
hear were tortured screams. I couldn't take my eyes off of the
crudely animated sprites of Sonic writhing in pain as the Buzz
Bomber rammed into him. This went on for a good 30 seconds before
the Buzz Bomber flew off, leaving a bloodied Sonic corpse behind.
The screams subsided as the screen faded to black.

 I heard incredibly deep murmurings in some sort of weird
language that was possibly Japanese or Korean. Again, the
hyper-realistic Dr. Robotnik faded into view, but this time he was
holding an even more realistic Sonic by the head. Sonic was crying,
begging for mercy, sheer terror in his cries, but this time
Robotnik didn't have a knife.

 He literally broke Sonic's neck, the sound reverberating,
and I was 'treated' to the sight of Robotnik kicking the
defenseless corpse of the hedgehog around, blood flying everywhere.
Sonic's spikes were breaking off, while all the time, the distorted
sounds of Robotnik's laughter and Sonic's screaming played.

 A messages appeared in Japanese with a selection: Yes or
No. I chose Yes, somehow driven to continue. I appeared back in
Green Hill Zone, but this time there were graves where the totem
poles were. Sonic was even more afraid, looking directly at the
screen as if begging me not to continue, but I felt I had to.

 When Robotnik appeared, there was a blast of loud
cacophonous synth sound. Robotnik's face was contorted with sheer
disgust for the hedgehog and before I even had a chance to attack,
Robotnik's wrecking ball slammed into Sonic and crushed him against
the side of the screen. Once more, the screams played, but the
screen began to glitch terribly and turn gray, almost into
television static.

 Before I had a chance to hit the power button and take out
the cartridge, I heard, very clearly, in a deep voice, "This was
your fault, and your fault alone." I looked at the television and
the hyper-realistic Robotnik's face from before occupied the entire
screen.

 The words 'Game Over' flashed over his face as I saw
Sonic's hyper-realistic carcass fall and land on top of the
letters, sliding off and hitting the 'floor.' All you could hear
was Sonic whimpering, crying, and asking, "Why did you do this?
Why?"

 I promptly ripped the game out of the console and threw
them both straight into the garbage. To this day, I have never seen
that eBay seller online again. My computer returned 404s when
searching in the history, and anyone I asked on the eBay forums
claimed the user had never existed in the first place.

﻿










Chapter 45
BEN DROWNED


Post #1 (Sept. 7, 2010)

Okay, guys, I need your help with this. This is not copypasta,
this is a long read, but I feel like my safety or well-being could
very well depend on this. This is videogame related, specifically
Majora’s Mask, and this is the creepiest shit that has ever
happened to me in my entire life.

Having said that, I recently moved into my dorm room starting as
a Sophomore in college and a friend of mine gave me his old
Nintendo 64 to play. I was stoked, to say the least, I could
finally play all of those old games of my youth that I hadn’t
touched in at least a decade. His Nintendo 64 came with one yellow
controller and a rather shoddy copy of Super Smash Brothers, and
while beggers can’t be choosers, needless to say it didn’t take
long until I became bored of beating up LVL 9 CPUs.

That weekend I decided to drive around a few neighborhoods about
twenty minutes or so off campus, hitting up the local garage sales,
hoping to score on some good deals from ignorant parents). I ended
up picking up a copy of Pokemon Stadium, Goldeneye (fuck yeah),
F-Zero, and two other controllers for two dollars. Satisfied, I
began to drive out of the neighborhood when one last house caught
my attention. I still have no idea why it did, there were no cars
there and only one table was set up with random junk on it, but
something sort of drew me there. I usually trust my gut on these
things so I got out of the car and I was greeted by an old man. His
outward appearance was, for lack of a better word, displeasing. It
was odd, if you asked me to tell you why I thought he was
displeasing, I couldn’t really pinpoint anything - there was just
something about him that put me on edge, I can’t explain it. All I
can tell you is that if it wasn’t in the middle of the afternoon
and there were other people within shouting distance, I would not
have even thought of approaching this man.

He flashed a crooked smiled at me and asked what I was looking
for, and immediately I noticed that he must be blind in one of his
eyes; his right eye had that “glazed over” look about it. I forced
myself to look to his left eye instead, trying not to offend, and
asked him if he had any old videogames.

I was already wondering how I could politely excuse myself from
the situation when he would tell me he had no idea what a videogame
was, but to my surprise he said he had a few ones in an old box. He
assured me he’d be back in a “jiffy” and turned to head back into
the garage. As I watched him hobble away, I couldn’t help but
notice what he was selling on his table. Littered across his table
were rather… peculiar paintings; various artworks that looked like
ink blots that a psychiatrist might show you. Curious, I looked
through them - it was obvious why no one was visiting this guy’s
garage sale, these weren’t exactly aesthetically pleasing. As I
came to the last one, for some reason it looked almost like
Majora’s Mask - the same heart-shaped body with little spikes
protruding outward. Initially I just thought that since I was
secretly hoping to find that game at these garage sales, some
Freudian bullshit was projecting itself into the ink blots, but
given the events that happened afterward I’m not so sure now. I
should have asked the man about it. I wish I would have asked the
man about it.

After staring at the Majora-shaped blot, I looked up and the old
man was suddenly there again, arms-length in front of me, smiling
at me. I’ll admit I jumped out of reflex and I laughed nervously as
he handed me a Nintendo 64 cartridge. It was the standard grey
color, except that someone had written Majora on it in black
permanent marker. I got butterflies in my stomach as I realized
what a coincidence this was and asked him how much he wanted for
it.

The old man smiled at me and told me that I could have it for
free, that it used to belong to a kid who was about my age that
didn’t live here anymore. There was something weird about how the
man phrased that, but I didn’t really pay any attention to then, I
was too caught up in not only finding this game but getting it for
free.

I reminded myself to be a bit skeptical since this looked like a
pretty shady cartridge and there’s no guarantee it would work, but
then the optimist inside me interjected that maybe it was some kind
of beta version or pirated version of the game and that was all I
needed to be back on cloud nine. I thanked the man and the man
smiled at me and wished me well, saying “Goodbye then!” - at least
that’s what it sounded like to me. All the way in the car-ride
home, I had a nagging doubt that the man had said something else.
My fears were confirmed when I booted up the game (to my surprise
it worked just fine) and there was one save file named simply
“BEN”. “Goodbye Ben”, he was saying “Goodbye Ben”. I felt bad for
the man, obviously a grandparent and obviously going senile, and I
- for some reason or another - reminded him of his grandson “Ben”.
Out of curiosity I looked at the save file. Eyeballing it, I could
tell that he was pretty far in the game - he had almost all of the
masks and 3/4 remains of the bosses. I noticed that he had used an
owl statue to save his game, he was on Day 3 and by the Stone Tower
Temple with hardly an hour left before the moon would crash. I
remember thinking that it was a shame that he had come so close to
beating the game but he never finished it. I made a new file named
“Link” out of tradition and started the game, ready to relive my
childhood.

For such a shady looking game cartridge, I was impressed at how
smoothly it ran - literally just like a retail copy of the game
save for a few minor hiccups here and there (like textures being
where they shouldn’t be, random flashes of cutscenes at odd
intervals, but nothing too bad). However the only thing that was a
little unnerving was that at times the NPCs would call me “Link”
and at other times they would call me “BEN”. I figured it was just
a bug - a fluke in the programming causing our files to get mixed
up or something. It did kind of creep me out though after a while,
and it was around after I had beaten the Woodfall Temple that I
regrettably went into the save files and deleted “BEN” (I had
intended to preserve the file just out of respect of the game’s
original owner, it’s not like I needed two files anyway), hoping
that that would solve the problem. It did and it didn’t, now NPCs
wouldn’t call me anything, where my name should be in the dialogue
there was just a blank space (my save file name was still called
“Link”, though). Frustrated, and with homework to do, I put the
game down for a day.

I started playing the game again last night, getting the Lens of
Truth and working my way towards completing the Snowhead Temple.
Now, some of you more hardcore Majora’s Mask players know about the
“4th Day” glitch - for those who don’t you can google it but the
jist of it is that right as the clock is about to hit 00:00:00 on
the final day, you talk to the astronomer and look through the
telescope. If you time it right the countdown disappears and you
essentially have another day to finish whatever you were doing.
Deciding to do the glitch to try and finish the Snowhead Temple, I
happened to get it right on the first try and the time counter at
the bottom disappeared.

However, when I pressed B to exit the telescope, instead of
being greeted by the astronomer I found myself in the Majora boss
fight room at the end of the game (the trippy boxed in arena)
staring at Skull Kid hovering above me. There was no sound, just
him floating in the air above me, and the background music which
was regular for the area (but still creepy). Immediately my palms
began to sweat - this was definitely not normal. Skull Kid NEVER
appeared here. I tried moving around the area, and no matter where
I went, Skull Kid would always be facing me, looking at me, not
saying anything. Nothing would happen though, and this kept up for
around sixty seconds. I thought the game had bugged or something -
but I was beginning to doubt that very much.

I was about to reach for the reset button when text appeared on
my screen: “You’re not sure why, but you apparently had a
reservation…” I instantly recognized that text - you get that
message when you get the Room Key from Anju at the Stock Pot Inn,
but why was it playing here? I refused to entertain the notion that
it was almost as if the game was trying to communicate with me. I
started navigate the room again, testing to see if that was some
sort of trigger that enabled me to interact with something here,
then I realized how stupid I was - to even think that someone could
reprogram the game like this was absurd. Sure enough, fifteen
seconds later another message appeared on the screen, and again
like the first one it was already a pre-existing phrase “Go to the
lair of the temple’s boss? Yes/No”. I paused for a second,
contemplating what I should press and how the game would react,
when I realized that I couldn’t select no. Taking a deep breath, I
pressed Yes and the screen faded to white, with the words “Dawn of
a New Day” with the subtext “||||||||” beneath it. Where I was
ported to filled me with the most intense sense of dread and
impending fear I had ever experienced

The only way I can describe the way I felt here is having this
feeling of inexplicable depression on a profound scale. I am
normally not a depressed person, but the way I felt here was a
feeling that I didn’t even knew existed - it was such a twisted,
powerful presence that seemed to wash over me.

I appeared in some kind of weird twilight-zone version of Clock
Town. I walked out of the Clock Tower (as you normally do when you
start from Day 1) only to find that all of the inhabitants were
gone. Usually with the 4th Day glitch you can still find the guards
and the dog that runs around outside the tower - this time they
were all gone. What replaced them was the ominous feeling that
there was something out there, in the same area as me and that it
was watching me. I had four hearts to my name and the Hero’s Bow,
but at this point I wasn’t even considered for my avatar, I felt
that I personally was in some kind of danger. Perhaps the most
chilling thing was the music - it was the Song of Healing, ripped
straight from the game itself, but played in reverse. The music
would get louder, building up so as if you should expect something
to pop out at you, but nothing ever did, and the constant loop
began to wear on my mental state.

Every now and then I would hear the faint laugh of the Happy
Mask Salesman in the background, just quiet enough so that I wasn’t
sure if I just hearing things but just loud enough to keep me
determined to find him. I looked in all four zones of Clock Town,
only to find nothing…. No one. Textures were missing, West Clock
Town had me walking on air, the entire area felt… broken.
Hopelessly broken. As the reverse Song of Healing repeated for what
must have been the 50th time, I just remember standing in the
middle of South Clock Town realizing that I had never felt so alone
in a videogame before.

As I walked through the ghost town, I don’t know whether it was
the combination of the out of place textures and the atmosphere and
the haunting melody of the once peaceful and soothing song being
butchered and distorted, but I was literally on the verge of tears
and I had no idea why. I hardly ever cry, something had gripped me
here and this powerful sense of depression that was both foreign
and crippling.

I tried leaving Clock Town, but every time I attempted to zone
out, the screen would fade to black and I would just zone in to
another part of Clock Town. I tried playing my Ocarina, I wanted to
escape, and I did NOT want to be here, but every time I played the
Song of Time or Song of Soaring it would only say “Your notes echo
far, but nothing happens”. By this point, it was obvious the game
didn’t want me to leave, but I had no idea why it was keeping me
here. I didn’t want to go inside the buildings, I felt that I would
be too vulnerable there to whatever I was terrified of. I don’t
know why, but I came up with the idea that maybe if I drowned
myself at the Laundry Pool I could spawn somewhere else and leave
this place.

As I zoned in and ran towards the pool, that’s when it happened.
Link grabbed his head, and the screen flashed for a brief moment of
the Happy Mask Salesman smiling at me - not Link - me with Skull
Kid’s scream playing in the background and when the screen returned
I was staring at the Link Statue from playing the song Elegy of
Emptiness. I screamed as the thing just stared back at me with that
haunting facial expression. I turned around and ran out and back
into South Clock Town, and to my horror the fucking statue followed
me in the only way I can compare this is like the Weeping Angels
from Doctor Who. Every so often, at random intervals, the animation
would play of the statue appearing behind me. It was like the thing
was chasing me, or - I don’t even want to fucking say it - haunting
me.

By this point, I was on the verge of hysterics, but not even
once did the thought of turning off the console occur to me, I
don’t know why, I was so wrapped up in it - the terror felt all so
real. I tried to shake the statue, but it would literally appear
right behind me every single time. Link started to begin to make
weird animations I had never even seen him do before, he would
flail his arms around or spasm randomly and the screen would cut to
the Happy Mask Salesman smiling again for a brief moment before I
was face to face with that fucking statue again. I ended up running
into the Swordmasters Dojo and ran to the back, I don’t know why,
but in my panic I just wanted some kind of assurance that I’m not
alone here. To my dismay I found no one, but as I turned to leave
the statue cornered me in the cubby in the back. I tried attacking
the statue with my sword but to no avail. Confused, and backed into
a corner, I just stared at the statue waiting for it to kill me.
Suddenly, the screen flashed again to the Happy Mask Salesman and
Link turned to face my screen, standing upright mirroring the
statue, looking at me along with his copy. Literally staring at me.
Whatever was left of the 4th wall was completely shattered while I
ran out of the dojo terrified. Suddenly the game warped me to an
underground tunnel and the reverse Song of Healing queued up again
as I was given a brief moment of rest before the statue started
appearing behind me again… this time aggressively - I could only
take a few steps before it would summon behind me again. I hurrily
made my way out of the tunnel and appeared in Southern Clock Town.
As I ran aimlessly - in a sheer panic - suddenly a redead screamed
and the screen faded to black as “Dawn of a New Day” and
“|||||||||” appeared again.

The screen faded in and I was standing ontop of Clock Tower with
Skull Kid hovering over me again, silent. I looked up and the moon
was back, looming just meters above my head, but the Skull Kid just
stared at me hauntingly with that fucking mask. A new song was
playing - the Stone Tower Temple theme played in reverse. In some
sort of desperate attempt, I equipped my bow and fired off a shot
at the Skull Kid - and it actually hit him and he played an
animation of him reeling back. I fired again and on the third
arrow, a text box appeared saying “That won’t do you any good. Hee,
hee.” and I was picked up off the ground, levitated upwards on my
back, and then Link screamed as he burst into flames, instantly
killing him.

I jumped when this happened - I had never seen this move used by
ANYONE in the game and Skull Kid himself didn’t HAVE any moves. As
the death screen played, my lifeless body still burning, the Skull
Kid laughed and the screen faded to black, only to have me reappear
in the same place. I decided to charge him, but the same thing
happened, Link’s body was lifted off the ground by some unknown
force and he immediately burst into flames again killing him. This
time during the death screen the faint sounds of the reverse Song
of Healing could be heard. On my third (and final try), I noticed
that there was no music playing this time, that all there was was
eerie silence. I remembered that in the original encounter with the
Skull Kid you were supposed to use the Ocarina to either travel
back in time or summon the giants. I attempted to play the Song of
Time but before I could hit the last note Links body once again
horrifically exploded into flames and he died.

As the death screen neared its end, it began to chug, as if the
cartridge was trying to process a lot of something…. when the
screen came to, it was the same scene as the first three times,
except this time Link was lying on the ground dead in a position I
had never seen in the game before, his head tilted towards the
camera, with the Skull Kid floating above him. I couldn’t move, I
couldn’t press any buttons, all I could do is just stare at Link’s
dead body. After around thirty seconds of this, the game simply
fades out with the message “You’ve met with a terrible fate,
haven’t you?” before kicking you out to the title screen.

Upon getting back to the title screen and starting again, I
noticed my save file was no longer there. Instead of “Link”, it was
replaced with “YOUR TURN”. “YOUR TURN” had 3 hearts, 0 masks, and
no items. I selected “YOUR TURN” and immediately when I did I was
returned to the Clock Tower Rooftop scene of my Link dead and the
Skull Kid hovering over, with the Skull Kid’s laughing looping
again and again. I quickly hit the reset button and when the game
booted up again there was one more save file added, below “YOUR
TURN”, entitled “BEN”. “BEN“‘s save file is right back where it was
before I deleted it, at the Stone Tower Temple with the moon almost
crashing.

I turned the game off at that point, I’m not supersticious but
this is WAY too fucked up even for me. I haven’t played it at all
today, hell, I didn’t even get any sleep last night, I kept hearing
the reverse Song of Healing music in my head and just remembering
the sense of dread I felt exploring Clock Town. I drove back to the
old man’s house today to ask him some questions with a buddy of
mine (no way I was going there alone), only to find that there’s a
For Sale sign in the front yard and when I rang the door no one was
home.

So now I’m back here writing down the rest of my thoughts and
recording what happened, sorry if some of this has grammatical
errors and whatnot, I’m running on no sleep here. I’m terrified of
this game, even moreso now that I relived it a second time writing
this all down, but I feel like there’s still more to it than meets
the eye, and that there’s something calling to me to investigate
this further. I think “BEN” is something in this equation, but I
don’t know what, and if I could get ahold of the old man then I
would be able to find some answers. I need another day or so to
recuperate before tackling this game again, its already taken a
toll on my sanity I feel like, but next time I do this I’m going to
be recording my footage all the way through. The idea to record
only came to me towards the end, so you see the last few minutes of
what I saw (including Skull Kid and the Elegy statue), but it’s on
youtube.

I’m going to stay in this thread for a little while longer
before I fall asleep to answer any questions you guys might have or
hopefully listen to your ideas or theories to help me shed some
light into this or maybe things I should try to do, I think I’m
going to play BEN’s file tomorrow to see what happens, maybe I was
supposed to do that all along. I don’t believe in paranormal shit,
but this is a little fucked up, but maybe this BEN guy is just a
really good hacker/programmer, I don’t want to think about the
alternatives if he isn’t.

That’s the end of the copy/paste, I’m hoping that maybe this is
some kind of running gag the developers had and that other people
have gotten “gag” or “hacked” copies of the game like this. This
just really scares me.

 

Post #2 (Sept. 8, 2010)

I'm going to post what happened and link the video footage, but
last night everything got too real for me. I think I'm done messing
around with this. I passed out pretty much immediately after making
that thread. But last night, that Elegy of Emptiness statue, I had
a dream about it. I dreamed that it was following me in my dream,
that I would be minding my own business when I'd feel my neck hairs
stand up on end. I would turn around that thing… that horrible,
lifeless statue would be staring with those empty eyes right at me,
merely inches away. In my dream I remember calling it Ben, and
never before had I had a dream that I could remember so vividly.
But the important thing is I did get some sleep, I suppose.

Today, putting off playing the game as long as I could, I drove
back up to that neighborhood to see if the old man came back. As I
expected, the car was still gone and no one was home. As I was
walking back to my car, the man next door mowing the grass killed
the power to his lawnmower and asked me if I was looking for
someone. I told him that I was looking to talk to the old man that
lived here, to which he told me what I already knew - he was
moving. Trying a different avenue, I asked if the old man had any
family or relatives I could talk to. I discovered that this old man
had never been married, nor did he have any children or
grandchildren through adoption. Starting to become worried, I asked
one final question, one that I should have asked from the beginning
- who was Ben? The man's expression turned grim and I learned that
four doors down around eight years ago on April 23rd - the man
informed me that it was the same day as his anniversary, that's how
he knew the specific date - there was an accident with a young boy
named Ben in the neighborhood. Shortly after his parents moved, and
despite any further attempts to talk to the man to get more
information, he wouldn't divulge anything else.

I went back and started playing again, I loaded up the game and
immediately I jumped at the title screen where the mask flies by -
the sound that played was not the normal "whoosh" sound, it was
something much more higher pitched. I pressed start, bracing for
the worst, but just like two nights ago, the files "Your Turn" and
"BEN" were displayed (truth be told I looked at the BEN file
earlier, it seems to fluctuate between displaying the Owl Save and
not). I brought up the BEN file, hesitated for a moment noticing
that the stats were not the same as they original were two days
ago, it seemed like he had already completed the Stone Tower Temple
this time… Summoning my courage I selected it.

Immediately I was thrust into complete chaos. Sure enough, I was
outside Stone Tower Temple, but that's about all that was expected.
The zone itself wasn't called Stone Tower Temple, but rather "St o
n e", and immediately a dialogue box of complete gibberish that I
couldn't make out greeted me. Link's body was distorted - his back
was cocked violently to the side where his posture was permanently
disfigured. Link's expression was dull, almost monotonous, he had
an expression on his face that I didn't recognize before, it was a
blank look - as if he was dead. As Link stood there his body
spasmed irregularly back and forth I examined what had become of my
avatar and noticed I had a C button item I had never seen before,
some kind of note, but pressing it did nothing. Sounds played back
and forth that I didn't recognize from the game - almost demonic in
nature, and there was some kind of high-pitched yip or some kind of
laugh or something playing in the background. I had all of two
minutes to take in the environment before another one of those
fucking Elegy of Emptiness statues was summoned and immediately
after I was cut into the "Dawn of a New Day" screen, except this
time it was without the "||||||" subtext.



I was a Deku Scrub in Clock Town - this scene would normally play
after the first time you traveled back in time. Tatl would say
"Wh-What just happened? It's as if everything has… " but instead of
saying "Started over", she finished her remark in broken text as
the laugh of the Happy Mask Salesman played in the background. I
was put back in control of my character, but from a fucked up
camera angle - I was looking from behind the door to the Clock
Tower, watching my avatar run around as a Deku Scrub. Seeing as how
I really had no place to go because I couldn't see anything, I
begrudgingly went inside the door. There, I was greeted by the
Happy Mask Salesman who simply told me "You've met with a terrible
fate, haven't you?" before the screen whited out.

I was in Termina field as a human again. I might as well not
have been playing the same game anymore - I was being warped around
and there was no sign of a day clock or anything. I took a moment
to get my bearings as I looked around the field and immediately I
could tell that this was not normal. There were no enemies and a
twisted version of the Happy Mask Salesman's theme was playing. I
decided to run towards Woodfall before I noticed a gathering of
three figures off to the side - one of them being Epona. As I
approached them, to my horror I saw the Happy Mask Salesman, the
Skull Kid, and the Elegy of Emptiness statue just standing there. I
figured maybe they were bugged out, but by now I told myself that I
should know better. Nevertheless, I approached them carefully and
found that the Skull Kid was playing some kind of idle animation on
loop, same with Epona, and the Elegy of Emptiness statue was doing
what it has been doing all along - just standing there eerily. It
was the Happy Mask Salesman that scared me more profoundly than the
other two.

He too was idle, wearing that shit-eating grin, but where-ever I
moved, his head slowly turned and followed me. I had not engaged in
any dialogue with him nor was I in combat with him, yet his head
still continued to follow my movements. Reminded of my first
encounter with the Skull Kid on top of Clock Tower, I pulled out my
Ocarina (to which the game played the ding sound when you're
supposed to play your Ocarina) and tried a song I hadn't played yet
- the Happy Mask Salesman's own song and the song that had been
playing on loop back in Day 4 - the Song of Healing.

I finished playing the song and as I did, a ear-piercing shriek
blasted on my TV, the sky immediately started flashing, the Happy
Mask Salesman's twisted theme song sped up, intensifying the fear
inside me, and Link exploded into flames and died. The three
figures stayed lit up during my death screen as they watched my
lifeless body burn. I can't describe to you how sudden and
terrifying the transition from eerie to terror it is, you're going
to have to watch the video if you want to see first-hand. That same
fear that caused me to lose sleep two days ago started to grip me
again as I was met with the text "You've met with a horrible fate,
haven't you?" for the third time. There has to be some kind of
meaning behind that.

I had little time to ponder as I was immediately given another
small cut-scene of transforming into a Zora and now I found myself
in Great Temple Bay. Hesitant but curious to see what the game had
in store for me, I slowly made my way towards the beach, where I
found Epona. I wondered why the game had decided to put her here,
was the game implying she was trying to get a drink? Unable to take
the mask off, I decided that riding the steed wasn't the reason she
was placed there.

Suddenly I realized that Epona kept neighing and the way she was
angled made it look like she was trying to signal a point to me off
in the distance. It was a hunch, but I dove into Great Bay and
started swimming. Sure enough - I almost missed it - I found
something at the bottom of the ocean; one last Elegy of Emptiness
statue. I went down to examine it and suddenly my Zora started
doing a choking animation I had never seen a Zora do before - which
didn't even make sense because Zora's can breath underwater.
Regardless, my character choked to death and died, and again the
statue was the only thing that was highlighted in my death. I
didn't re-spawn this time, I was booted back to the main menu as if
I restarted the console.

The "press start" screen was before me, I knew the only reason
why it would put me here is because the save files had changed
again. Taking a deep breath, I pressed start, and I was right. The
new save files told me about Ben. Now it made sense why the statue
appeared when I tried to go to the Laundry Pool - the game must
have anticipated how I would have tried to escape the Day 4 Clock
Town. The two save files told me his fate. As I suspected, Ben was
dead. He had drowned. The game obviously isn't through with me - it
taunts me with the new save files - it wants me to keep playing, it
wants me to go further, but I'm done with this shit. I'm not
touching any more of the files. This is already way too horrifying
for me and I don't even believe in the paranormal, but I'm running
out of explanations. Why would someone send me this message? I
don't understand it, I just get too depressed thinking about this,
the footage is up here for those who want to see it and try and
analyze it (maybe there's some kind of coded message in the
gibberish or something symbolic in what I went through - I'm too
emotionally and mentally drained to fuck with it anymore).

 

Post #3 (Sept. 10, 2010)

I know its early in the morning, I've stayed up all night, I
can't sleep, I don't care if people see this, that's not the point,
I just want the word to get spread so I don't suffer for nothing.
I've lost the will to type about this, the less I dwell on this the
better, I think the video just speaks for itself. I did what you
guys told me to do, I played the Elegy of Emptiness song at the
first prompt by the game I was given, but I think that's what the
game or Ben (Jesus Christ, I can't believe I'm even humoring the
absurd idea that he exists in the game) wanted me to do. He's
following me now, not just in the game, he's in my dreams. I see
him all the time, behind my back, just watching me. I haven't gone
to any of my classes, I've stayed in my dorm room with the windows
closed and the blinds shut - that way I know he can't watch me. But
he still gets me when I play, when I play he can still see me. The
game is scaring me now. It talked to me for the first time - not
just using text that's already in the game - it spoke to me. Talked
to me. It referenced Ben. It talked to me. I don't know what it
means. I don't know what it wants. I never wanted this, I just want
my old life back.



Stuff like this doesn't happen to people
like me, I'm just a kid, not even old enough to drink yet. It's not
fair, I want to go home, I want to see my parents again, I'm so far
away from home here at this school, I just want to hug my mom
again. I just want to forget that statue's horrible blank face. My
original game file is back - just the way I left it before it was
gone. I don't want to play anymore. I feel like something bad will
happen if I don't, but that's impossible, it's a video game -
haunted or not it can't hurt me, right? Like seriously though, it
can't, right? That's what I keep telling myself, but every time I
think about it I'm not so sure.





 Post #4 (Sept. 12,
2010)Let me just clear things up - I know you
guys are worried but "jadusable" is okay. He finished moving out
today and he said he's going back home, he's just taking this
semester off. I'm not really sure what's happened , I have a vague
idea but you guys probably know more than I do. I'm "jadusable's"
roommate and obviously I knew something was wrong with him for a
few days now. He stayed in his room all the time, fell out of
contact with literally all of his friends, and I'm pretty sure he
hadn't been eating hardly anything, after the second day I couldn't
stay in there anymore, so I've been crashing at a buddy's place,
only coming in to my room to get stuff that I need. I tried talking
to him several times but he would cut me off or keep the
conversation brief when I asked him about his strange behavior, it
like he was convinced something was hunting him. Yesterday Y came
to grab my philosophy book and he approached me, looking awful,
like horrible bags under his eyes. He handed me a flash drive and
gave me specific instructions. He told me that he needs me to do
one last favor for him - he finally explained to me what has been
going on, gave me the account info to his youtube account, and told
me that he's getting away from here, that it lured him to play it
again instead of trying to change things and that he shouldn't of
done that, and to upload the footage and inform people what
happened. I told him that he could do it himself and he got this
wild look in his eye and told me that he is never looking at that
game again, and that's the last thing he said to me, he never even
said bye when his parents came to pick him up. I never even got to
meet his parents.

I honestly cant tell you what happened, when he spoke it was
kind of hard to understand him and his fucked up appearance really
distracted me. On the flash drive there was the footage of the game
last night, a text document with his name and password for youtube,
and a third document called TheTruth.txt containing what he told me
were "his notes" that he'd taken. He told me that this meant
everything to him that I follow his instructions exactly, normally
I wouldn't be so 'to-the-letter' for request over a fucking
videogame, but the way he spoke and the way he looked made me know
this was really serious, and I'm going to honor that. I've had this
video since yesterday, but had to have someone help me use
pinnacle, that's not really my forte. That after watching it I had
to go back through and look at his other videos on his youtube
account to realize what was going on and even then i'm really
really confused. The video I'm releasing tonight, TheTruth.txt will
be released on september 15th just like he requested. I haven't
dared peek at it yet, so the first time I see it will be the first
time you see it out of respect to my friend. To answer your
questions, no, I havent tried calling him yet, I think I'll give
him a call tomorrow to see if hes okay or not. He should have
gotten back home by now.  

Post #5 (Sept. 15, 2010)

Hey, guys. "Jadusable" here. This will be the last time you will
be hearing from me, and this is my final gift to you - these are
the notes that I have taken and the realizations I've made. Before
I dwelve into this, I want to thank you for following me and thank
you for listening, it feels like the weight of a powerful burden is
about to be lifted. By the time you read this I won't be around
anymore, but after spending four days with this maddening game, I
have begun to understand what's really at play here and hopefully
after reading this we can ensure that this never happens again.

There are things that I could not share with you while this was
going on due to the circumstances to which I'll explain. With Ben
blocking any attempt I made to try and relay the truth to you, I
tried, ever so subtly, to warn you guys in various ways. Amidst the
chaos and my delierium, I devised a make a barely noticable pattern
in my videos. In all five videos I recorded over the four days, I
have either had the Mask of Truth, interacted with a Gossip Stone,
or the Lens of Truth equipped at some point. For you Zelda
enthusiasts these are all symbols of honesty and trustworthiness
and I would hope that one of you may have picked up on the
reference. As I played the file which I would name "BEN", being
mindful of how Ben was watching over my every move in the game, I
made a point to avoid doing anything too obvious, but I sent out a
hidden message to you guys - I never equipped the Lens nor the Mask
nor visited a stone. It worked, and the video was uploaded. I
prayed that someone would notice the pattern didn't apply to
BEN.

The tags followed suit too, I hope you guys paid attention to
those as well. They were my little messages to you - nothing big
enough that would catch Ben's attention or make him suspect
anything - with Ben manipulating and changing my files, I honestly
hope that what you guys saw was close to what actually happened,
but there is no way for me to know.

 

This may be a long read, I dont have time to proof-read or make
all of my research pretty. But here it all is.

 

—

 

September 6th, 2010

11:00pm - Can't believe what happened, not sure if this is some
kind of elaborate hoax, despite the fear I can't help but be
exceptionally curious about this. Who or what is the statue? Lot of
questions here. I'm starting this document as a "diary" so I can
keep track of everything. I'm typing up a summary of what happened
so I can come back to it later.

 

September 7th, 2010

2:10am - (Summary was posted here, you can go back and look at
my first post for day four.wmv for that)

4:23am - I can't sleep. I've been trying so hard but the harder
I try I just get more restless. I just feel like that statue is
appearing whenever I close my eyes.

8:20am - Didn't sleep at all, just going to start my day. I
don't think I have the energy to go to class today, I'm going to
drive back down to talk to that old man, taking my buddy Tyler with
me just in case.

1:18pm - Back home now. No sign of the old man, really weird
that he appears to be moving the next day, but maybe the For Sale
sign was up there yesterday and I just didn't notice it. Tyler
wants to know what's gotten me all worked up, I didn't tell him.
Going to eat, feel like death.

3:46pm - Could've sworn driving back from Subway that I saw the
Elegy statue buried in some shrubbery staring at me go by. Now I
definately, definately need sleep.

5:00pm - Dont think a lot of people would belIeve me if I told
them about what's happening, think I'm going to try posting this on
the internet. Think I'll just use the summary, these notes are
pretty sporratic.

6:00pm - Connected my capture card to my computer to upload the
footage. Thought my computer froze for a second, made this strange
popping sound when I hooked everything up, but now it seems to be
working fine again. My computer can't die on me now.

7:00pm - Footage is finished uploading. The quality's a lot
better than I thought it would be, gee, guess this is a really
special cartridge, I've never had it come through this clear
before.

8:45pm - Thought I saw an icon pop up on my desktop that looked
like the statue's face for a split second, gave me quite a scare.
Getting really unnerved and delerious, I'm going to crash after
this.

9:00pm - Begin uploading my Youtube video on an alternate
account.

9:03pm - I don't remember having uploaded a Vampire: The
Masquerade: Bloodlines video last year. This was probably the
account that I shared with a friend of mine last summer, I hope he
doesn't mind me using it to upload this.

9:55pm - Posting my summary of Day Four with a link to the
Youtube video. Going to try to stay awake but I am sooooo tired
right now.

 

September 8th, 2010

10:48am - I had a dream about the statue. I dreamed that it was
following me in my dream, that I would be minding my own business
when I'd feel my neck hairs stand up on end. I would turn around
that thing… that horrible, lifeless statue would be staring with
those empty eyes right at me, merely inches away. In my dream I
remember calling it Ben, power of suggestion most likely, and never
before had I had a dream that I could remember so vividly.

11:21am - I really don't want to play this game again. I think
I'm going to go back to see if that old man's there instead.

1:35pm - No old man, but I had an interesting conversation with
his neighbor. I'll post the full thing with my summary of tonight's
attempt at playing the game, going to wait for a bit though and see
if I can't dig up any information on this Ben guy.

2:45pm - I've been getting random, inexplicable headaches due to
the lack of sleep and keep hearing that song in my head. Also its
flu season, so I need to be careful not to get sick, my immune
system is going to be shit right now because of that
all-nighter.

3:00pm -

3:02pm - My computer just… on its own… opened up a text document
and wrote the words "Hi" and "www.cleverbot.com" by itself. What…
the… fuck…

3:46pm - I went to the website, its one of those "bot chatting"
programs. I think its best if I just let the conversation speak for
itself:

 

9/8/10 Conversation

User: Hello?

Cleverbot: Hello.

User: Who is this and how are you able to control my
computer?

Cleverbot: Who am I?

User: Right, forgot. You're a bot.

Cleverbot: Do you really think that?

User: Listen, I know whoever's fucking with my computer can see
my screen right now.

Cleverbot: Yes.

User: Yeah, and I'll wager that youre one of those IT kids who
thinks he's tough shit. You know what you're doing right now is
illegal, right/?

Cleverbot: Is it?

User: No shit. Are you familiar with hte terms "invasion of
privacy?". Get the fuck off my computer, kid

Cleverbot: I am your computer.

User: Cool story. Anyway, I'm calling DPS, you picked a bad time
to fuck with me kid.

Cleverbot: Should I wait until you play the game then?

User: … What?

Cleverbot: That game.

User: Majora's Mask?

Cleverbot: Yes.

User: How did you know about that?

Cleverbot: Because.

User: because what?

Cleverbot: I did it.

User: Did what?

Cleverbot: I played with you.

User: What the fuck/

Cleverbot: Were you scared?

User: Who the fuck is this

Cleverbot: Ben.

User: The statue? You're inside my computer now?

Cleverbot: Yes.

User: how?

Cleverbot: You connected me.

User: How the hell did I connect you?

Cleverbot: Cables and cords.

User: How?

Cleverbot: Tell me about yourself.

User: What?

Cleverbot: Tell me about yourself.

User: What do you mean?

Cleverbot: What is it that really scares you?

User: What the fuck?

Cleverbot: Answer.

User: No

Cleverbot: Answer.

User: what the fuck, how the fuck did you just open that by
yourself?

Cleverbot: I am your computer now.

User: How much can you control?

Cleverbot: All.

User: what do you want from me?

Cleverbot: To entertain.

User: you're stuck inside there. You can't hurt me?

Cleverbot: Ha

User: ?

Cleverbot: Go play.

User: No, you can't hurt me.

Cleverbot: Took you longer to type that.

User: So?

Cleverbot: You're not sure.

User: If you're so powerful, why use a ridiculous website like
this to "chat" with me

Cleverbot: Less messy. More structured. Fun.

User: Fun?

Cleverbot: Yes. Tradition. I like it.

User: You think it's funny?

Cleverbot: Amusing.

User: And my notes?

Cleverbot: You may write them down.

User: Why are you letting me?

Cleverbot: It is amusing to see what you think of me.

(window closes)

 

3:50pm - What have I done? I've invited it into my computer. I
continue to write these notes, write my summaries, I feel like I am
a prisoner in my one place of security. I don't know, I don't know
if I'm hallucinating or not. I feel like I'm fucking insane right
now. I can feel it, watching over me, even as I type this. Ben is
controlling everything in the game - toying with me, leading me
like a sheep, but for what? What's the purpose? I know Ben drowned,
but why these hauntings? What the fuck am I even doing, it can
probably even see this right now.

 

4:35pm - (Summary of the BEN.wmv playthrough)

 

7:18pm - BEN called me to Cleverbot again. He tells me that he's
sorry and wants to be free. And that I can free him, that just like
how he got on my computer from the capture card, he can spread but
he needs my help. He says I am special because I can help him. That
is the first nice thing he has said. He promises to leave me alone
if I do it. He swears he will. I don't know what to think right
now, how can I even trust this thing?

7:20pm - I'm terrified of it, but now its saying that it was
just having fun. Its twisted and fucked up verison of fun. Hes
saying that the game is over. I do want it to be over. He says that
he just wants to be free, that he's trapped in the cartridge and my
computer and he wants to be freed. I don't want to have to deal
with this shit, I don't know how long I can deal with the watching.
It's watching my every move, every key stroke, I have nothing
private anymore. It knows everything that's been on my computer. It
tells that it if it wanted to it could do horrible things to me,
but it hasn't so I should trust it.

8:01pm - Something tells me that I'm being played again, just
like in the game.

9:29pm - BEN called me to Cleverbot again. I ignored it and went
to go take a shower. When I came to my laptop I was welcomed with
an image Elegy Statue staring at me with those dead eyes. I dont
want to talk to him.

9:44pm - Fuck you Ben I'm not talking to you

9:56pm - Fuck you ben I'm not talking

10:06pm - FUCK YOU BEN IM NOT TALKING TO YOU

10:12pm - FUCK YOU BEN IM NOT TALKING TO YOU

10:45pm - It's been more than a half an hour and the messages
have stopped. Ben has stopped. I'm beginning to think that Ben
isn't confined to just my computer/cartridge, I'm beginning to feel
something. It's hard to explain it, I've never been spiritual, but
there's something different about the air in my dorm room now.

11:42pm - I'm beginning to see the Elegy statue randomly as I
search the internet in places I shouldn't. Places where he
shouldn't be - I'd be scrolling down and suddenly I'd be staring at
a picture of the Elegy statue. Always the Elegy statue. I don't
know how much more of this I can take.

 

September 9th, 2010

12:35am - My worst fears confirmed - Ben has tampered with my
summary of BEN.wmv. I looked at the summary that I posted on
various forums for the BEN.wmv file and parts have been omitted.
There is no mention of Ben existing outside the game. There is no
mention of the Moon Children. How could he have been that quick to
delete the post without me noticing? I'm wondering if maybe it
appeared to me that I was posting everything, but in reality Ben
was posted his own censored verison. I'm going to ask Ben why he
did it.

12:50am - He isn't responding to me on Cleverbot, its just
giving the generic responses it usually does, I'm just talking to a
bot this time.

1:24am - I think Ben is mad at me.

10:43am - The Moon Children appeared in my dreams last night,
they lifted up their masks to reveal their hideously disfigured
faces - maggots crawling out of their orafices, sunken black holes
where their eyes should be, a yellow smile that slowly grew bigger
and bigger as they came closer to me. They told me that they wanted
to play. I tried to run from them - but the four children pinned me
down to the ground with surprising strength. Over them stood the
Happy Mask Salesman, annoucing that he had a new mask that he
wanted me to try. In his spaztic, sudden movements matching his
in-game appearance, he took out a mask of modeled off of someone's
face that I couldn't recognize - a younger looking face - and
handed it to the Moon Children. Giggling, they latched it to my
face; their horrible, broken bodies bouncing up and down. Two of
them held me down while the other two began to sow the mask onto my
face.

My shrieks and screams caused the Happy Mask Salesman's face to
turn into the most horrific smile I had ever seen. He sporratically
moved around, examining this procedure like a curious doctor, in
that impossible movement. I flailed around, but it was no use. My
eyes rolled in the back of my head because of the pain. It felt so
real, but I couldn't wake up. I couldn't wake up no matter how hard
I tried I couldn't wake up. After the mask was melded onto my flesh
they began sowing my legs together, then my arms, the horrific
feeling of a needle puncturing your legs and pulling them in,
rupturing your achillies tendons and tying them together resonated
throughout my entire body. I tried to scream but the mask was
pressed so tightly against my face that it was my new face… and my
new face had no mouth. I didn't make a sound. I tried telling
myself in my head that I was dreaming, tried telling myself again
and again, and suddenly the Moon Children stopped and looked at me.
They just stared. And the Happy Mask Salesman slowly bent down and
stared at me, inches away from my face, and grinned when he simply
said "You've met with a terrible fate, haven't you?" before the
Moon Children resumed with increase vigor. I couldn't wake up. I
couldn't wake up. It wouldn't let me wake up until they had crafted
me into another elegy statue.

I woke up sweating, crying, and shaking uncontrollably. I
immediately ran to my computer and went for Ben.

 

9/9/10 Conversation 1

User: Answer me, ben.

Cleverbot: Welcome back.

User: What is the point of doing this, WHY?

Cleverbot: Amusing to see.

User: How?

Cleverbot: Fun to play, fun to toy with you, make you feel
safe.

User: …

Cleverbot: I wonder how you would have reacted.

User: to what?

Cleverbot: If I hadn't revealed myself and stayed hidden, only
doing little things to play with you. Close out your windows, turn
off your computer, move your mouse by itself. Little things. Make
you wonder if I am there but you never know. Give you little hints
that I am.

Cleverbot: I wanted to do something different with you.

User: you did this before?

Cleverbot: Yes. And I will do it again.

User: To who, Ben?

Cleverbot: Hmm.

User: Did you know Ben?

Cleverbot: Won't tell that information to you.

User: How did Ben die?

Cleverbot: You know.

User: No, but how did he drown?

Cleverbot: Won't tell that to you.

User: Why?

Cleverbot: It is reserved for another.

User: Who?

Cleverbot: Another who asks.

User: when

Cleverbot: Later.

(the window is closed)

I'm beginning to think that this "thing" maybe isn't Ben at all,
in its sadistic nature I wouldn't be surprised if it took the boy's
name after it killed him.

 

12:04pm - My room is beginning to feel different again. There's
something… out there.. I feel really threatened, like there is
something that is trying to reach out to me and strangle me but it
can't quite get there.

12:46pm - I think Ben doesn't want to play with me anymore. I'll
play again, I'll play the game again, Ben, can you see this? I'll
play the game again, please, just stop this pleaes please

1:41pm - I'm going insane trying to decide what is real and what
isn't, is Ben just playing a trick on me or is this for real? Is
Ben generating these replies or are people actually posting them?
Did I just see that screen flicker or was it my imagination?
Imagine depending on the internet and trusting your eyes for your
entire life and then being blinded - you can't rely on it anymore,
you second guess everything. for the brief moments I AM looking at
my responses to the videos, people were pointing out things that
looked fake or photoshopped or whatever - and there is literally no
way for me to know if Ben changed something on purpose to try and
shut me up. Or if maybe those replies were just constructed by Ben
to try and discourage me from even reaching out - See, I get
fucking caught in an infinite mindfuck loop like this and this is
what has been wearing on my sanity and pushing me to the edge. As
I'm writing this, there's no way of even telling if anyone even
cares as much as I think they do - just another fucking trick. Is
this whole document even exist? Am I writing nothing?

 

9/9/10 Conversation 2

User: What is it? Whats the point of playing? i die whenever i
do anything

Cleverbot: You die because you can't figure out the secret.

User: What?

Cleverbot: Thematic.

User: WHAT THE FUCK ARE YOU TALKING ABOUT

Cleverbot: There beauty in your suffering

(the window is closed)

 

4:09pm - Ben is making me play the game again. It tells me that
it has something very important to show me.

6:23pm - (Summary of the DROWNED.wmv playthrough)

9:09pm - (Summary of CHILDREN.wmv playthrough)

 

September 10, 2010

11:52am - The DROWNED.wmv playthrough was up when I woke up
today. I remember typing it up but I don't ever remember posting
it. He censored it again, there is no mentioning of the old man. I
have no voice anymore. I am only posting what he wants me to, I am
the mask he uses to disguise himself as he lies.

11:55am - There's an entire video summary of a video that I
don't remember doing. Reading through the summary, this sounds
morbid - resembling my dream from two nights ago except on a far
more sadistic scale - these Moon Children, there's something more
to them, almost as if they're another entity from Ben. Something
happened last night that I can't remember. I'm posting the fourth
summary to the forums now. Shadow of my chair moved.

12:00pm - Ben won't let me visit Youtube. I can browse the rest
of the sites, but he keeps on exiting the window when I go to
Youtube. Why?

2:02pm - I'm feeling the air start to constrict, I don't think
I'm alone here. Whatever "aura" has been here is getting more
violent.

2:44pm - I'm trying to contact Ben on Cleverbot, he's not
responding. I just get the AI.

3:51pm - My ears aren't fooling me, I'm hearing the reverse Song
of Healing. I keep hearing it.

4:23pm - Now I'm positive of it, earlier I thought it was a
weird coincidence, but just now I went to open my window, and three
floors down at ground level I saw the old man. I'm completely
positive I did. The same guy. He was just staring up at my window,
standing in the middle of campus. If any students took notice of
him they didn't seem to acknowledge it.

 

—

 

That's where my notes end. I fled my room, taking the cartridge
with me. I don't want to go into details of what happened, I'll
lose my train of thought as I hammer out these last details. It's
been roughly two days since then. This is my last summary and
service to you, of the final video you guys saw - Matt.wmv.

The last video entry I made, Matt.wmv, began as normal. I was
spawned in Clock Town as usual and nothing seemed to be out of
place, determined to set things right and play the Oath to Order
ontop of the Clock Tower on the 4th day, I prepared myself. I sped
up time and got to the final day, making my way to the observatory.
As I got up to the telescope room and approached the astromer, he
would not let me look into his telescope. He told me that it would
be cheating and that I should follow the rules. Despite my repeated
efforts, the game would not let me do the 4th day glitch, no matter
how hard or what I tried, I tried working around the game and doing
the glitch, but it was adament this time. Regardless of if I simply
had the illusion of free will in prior games, this time the game
became more aggressive than anything I've ever seen. It eventually
told me to go to Ikana Canyon, where the game would end and it
would stop haunting me, anxious and desperate to end this nightmare
I played the song of soaring and ended up there. I was told to
check my inventory, that I would find the answers there to end the
game. I arrived at Ikana Canyon and saved my progress at the owl
statue. As I searched through my inventory, I finally noticed that
I was missing a reoccuring song - the Elegy of Emptiness. Obviously
once I traveled there and learned the song, I suppose that was the
last thing it needed before BEN decided it had had enough fun
playing with me. Ben is a manipulator; he tries to fool his victims
into security and makes you drop your guard like a venus fly trap,
he ensares them. I am nothing but a puppet to him, he enjoys seeing
what kind of human emotions he can tap into by doing different
things.

There are still some things about this whole experience that
still don' t make sense, but then again I never was good at
figuring out these things and I'm not exactly in the right state of
mind to, I'm giving you all the pieces of the puzzle for you to
analyze and piece together the missing links.

I am typing these "closing thoughts" on the library computer on
campus, and I've emailed myself the notes I have stored on my
"infected" computer from the last four days. I'm then going to
combine those copy/paste those notes with the "closing/openings"
that I've typed here on the safe, public computer into one text
document - I'm not taking any chances spreading Ben, I would not
wish this horrible torment on anyone and I've made sure to have my
bases covered here. I didn't run into any problems with Ben when I
was back on my computer trying to email myself the notes - went
right under his fucking nose. He has no idea what he just let me
do. Had no problems opening the txt document from my "infected"
computer in my email, either. I can't describe to you how it feels
to finally be able to get the word out in this post. The nightmare
ends here.

 

That said,

Do not download ANY of my videos or anything ABOUT my videos -
through a Youtube video/audio ripper, a screengrab, whatever. I
don't know how he can spread, but I know that just watching them on
youtube/reading my text won't be able to allow him to spread,
otherwise he wouldn't have needed my help in the first place, but I
STRONGLY reccomend you do not take anything you see streaming
online onto your own personal computer.

This will be my last posting, I'm putting up on this forum here
for the world. If you see any further posts from me, after today's
current date - September 12th - and after the current time -
12:08am - DISCREDIT them. It already has proven to me that Ben can
access my account/password and manipulate my computer, and like I
said I have no idea to what extent it can do this, but know that it
will do anything to break free. He is desperate. To ensure your
safety, just forget about me. Please.

And obviously this goes without saying, but from here on out do
not download ANY images I may have put up, any files, any
ANYTHING.

This fifth day will be my last day, I'm going to burn the
cartridge and then come back to destroy my laptop.

Again, even though I don't even know you this is sort of
bittersweet for me. This semester I really didn't have any friends,
or rather, I stopped paying attention to them.

But I suppose that's partially to blame because I am the genius
who picked to live in a single, I suppose someone to get ahold of
me and save me before I got too immersed into this game would have
literally saved my life. However, it proved too much for me, I'm
just glad it happened to me and I could get the warning out so that
Ben dies here.

Lastly, thank you for taking the time to open this and open
yourselves up to me by hearing my story, despite maybe not
believing me. You didn't have to do that - really, you shouldn't
have. Your support this entire time has kept me going and now I am
finally free of this.

 

Thanks Again,

Jadusable
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From the same author on
Feedbooks


	Creepy Pasta
- TV Edition (2011)
The internet is home to many creepy stories. This is a
collection of scary TV-based stories. WARNING: DO NOT READ IF YOU
ARE EASILY FRIGHTENED AND HAVE AN OVER-ACTIVE IMAGINATION!



	


Creepy
Pasta (2011)
The internet is home to many creepy stories. This is a
collection of scary media-based stories. (media as in video games,
TV, etc.) WARNING: DO NOT READ IF YOU ARE EASILY FRIGHTENED AND
HAVE AN OVER-ACTIVE IMAGINATION!
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